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Upgrade up to a Sound Blaster 16, and you've got PC 
audio as real as it gets 

Real CD-quality, 16-bit stereophonic sound. Real built-in 
upgradability. And best of all, real 100% Sound Blaster 
compatibility. 

All of which may just be why we're the 16-bit PC audio 
standard. And why those other manufacturers spend so 
much time comparing themselves to Sound Blaste 

Sound 


THE 16-BIT SOUND STANDARD. 


U.S, Inquiries: Crea Inc., Tel: 1-800-998-5227 or 1-408-428-6600. International Inquiries: Creative Techno 


But like the man says, Get Real. Because there’s 


nly one card that’s 
“as good as a 
Sound Blaster 16” 
And that’s a 
Sound Blaster 16. 
For information, call 
1-800-998-5227, 


CREATIVE LABS, 
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And now...the violence that plagues a distant 
research colony threatens the planet Earth. 


As British military agent Blake Stone you're _ 
thrust into deadly combat against the malevo- _ 
lence of a mad scientist and the insidious 
mutant army under his command. D 

Goldstern, driven by his insanity and bent 

on the annilgales of son gepaeate won't” 
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“What we hope to do with 
the Presents line is to key 
in on some of the more 
exciting games and gen- 
res of games that the 
computer entertainment 
industry has to offer. 
Since each of the quarter- 
lies is going to cover a 
much smaller section of 
the industry, expect that 
each one will have more 


information on each 


game than is available 
anywhere else, save the 
company producing the 
software. The Presents 
magazines will. . .pro- 
vid[e] even more in-depth 
coverage and insight as 
well as new strategies, 
longer reviews featuring 
different critics and a 


The New Addition to the Family . . . 


Well, here we are again. As | sit here downing the last piece of pizza created 
by my high school buddy Ed Marshall (good pizza, that) and as night settles over 
Illinois, it occurs to me that | should probably give forth the information | know 
about the new magazines | spoke of last month. Now that plans are a little more 
solidified and | have more information, | can do that. So here we go. . . 

As | said last month, the new magazines will be called Computer Game 
Review Presents and it will come in three different varieties on a rotating quar- 
terly schedule. So, each one will come out four times a year, but there will be a 
new Presents magazine each month of the year. Preliminary indications are that 
the first one will be available as soon as next month. 

What we hope to do with the Presents line is to key in on some of the more 
exciting games and genres of games that the computer entertainment industry 
has to offer. Since each of the quarterlies is going to cover a much smaller sec- 
tion of the industry, expect that each one will have more information on each 
game than is available anywhere else, save the company producing the soft- 
ware. Computer Game Review will continue to cover the full line of software as 
well, and in pretty much the same format as we have been. The Presents maga- 
zines will take the ball from there, providing even more in-depth coverage and 
insight as well as new strategies, longer reviews featuring different critics and a 
whole new approach to software in general. 

Another thing to look for with the CGR Presents magazines is more informa- 
tion regarding the creation of games and more behind-the-scenes looks at the 
companies and people who have devoted their time and energy to making com- 
puter entertainment a reality. Interviews with the designers and producers of 
games and inside information on the upcoming titles in the particular genre are 
also on the slate. 

The genres we’ve chosen for the Presents line are CD-ROM, Simulations 
(which will include flight, military and some other sim styles) and Role-Playing 
(which will include adventure games). As | said earlier, the first issue of CGR 
Presents CD-ROM should be out in January, with the others following rapidly 
behind. 

But for now, while these mags are still in production, let us Know the kinds of 
things you'd like to see in CGR Presents or CGR itself. And, rest assured that 
regardless of what is in the pages of CGR Presents, you'll get a different slant 
and different information in CGR. Until next month, enjoy the issue in your hands. 


As usual, we've provided you with the most timely reviews and news from the 
world of software. See you in ‘94! 


whole new approach to 


software in general.” | 
STEVE HONEYWELL 
IB Editor 
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This new superhero comes complete with 
morphing technology! Page 152 


REASONS WHY 


FLIGHT 


SIMULATORS 


WILL NEVER 
BE THE SAME... 


THE FIRST SUPER-VGA FLIGHT 


| oe the flight fanatics at Domark 
comes the first-ever strategic flight 
simulator designed for full-screen SVGA 
graphics technology. This is not a typt- 
cal flight sim. SUPER-VGA HARRIER 
blows the competition out of the sky 
with super-fast, silky-smooth screen 
update — at twice the resolution! Now 
you can experience a much larger 


IBM PC/CompatiBes: Available October 1993 


Super-VGA Harrier ©1993 Domark Group Ltd. 
Published by Domark Software Ltd. 

Programmed by Simis Ltd. Graphics by the Kremlin. 
Sound by Martin Walker. Produced by Jim Tripp. 
Falcon is a trademark of Spectrum HoloByte. 


visual world, where objects are sharper, 
cleaner and can be seen for miles. 


“Harrier receives extremely high marks 
for graphics which are the best I’ve ever 
seen — BETTER THAN FALCON. 
The explosions and ground detail are 
really great.” | 
— PC SourRcES MAGAZINE 


1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 


SIMULATOR 


ADVANCED 
Sim-Series: 


“After playing Harrier in SVGA, all 
other flight-sims look like theyare _ 
being played through a telescope... Not 
so long ago, a few glimpses at multi- 
million dollar serious flight simulators 
produced memories of images not far 
from those present in Harrier; very 
simply, it’s that good.” 

— STRATEGY PLUS MAGAZINE 


D/SiRISUTED BY. Visa /MC orders: 
Spectrum  cait24 tsa cay, 
7 days a week: 

oloBy TE 1-300-695-GAME 


(orders only). 


FIRST-EVER 


COMPREHENSIVE FLIGHT MODELING SOFTWARE 


FLIGHT SIMULATOR 


CREATE YOUR OWN PLANES, 


OBJECTS & BATTLEFIELDS 
— IN SUPER-VGA! 


Domark set the standard 
with Super-VGA HARRIER, the 
first-ever SVGA strategic flight 
simulator. Now, we're pushing 
that standard to new heights! 


FLIGHT SIMULATOR TOOLKIT, 
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Screens shown: IBM 256-color SVGA displays. 
IBM PC/CompatiB es: Available November 1993 


Requires Windows™ 3.1 


Flight Simulator Toolkit ©1993 Domark Group Ltd. 


Published by Domark Software Ltd. 
Programmed by Simis Ltd. 
Graphics by the Kremlin. 


the first 3-D flight modeling 
software ever produced for your 
PC, is Domark’s second offer- 
ing in Its ADVANCED SIM-SERIES” 
state-of-the-art flight simula- 
tor product line. 
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FST is revolutionary. It’s 
powerful, sophisticated, and 
easy to use. Technophiles will 
appreciate the attention to 
detail — cockpits include mod- 
ern instrumentation, such as 
OBI, DME, and Glidescope — 
as well as the ability to build 
every detail of their sim world. 

In a hurry? Not interested 
in building every last plane, 


1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 


Spectrum 
HoloByte 


street pe 


VANCE 


tree, truck, valley or skyscraper? 
No problem. Just check out the 
extensive library of clip-art 
imagery: aircraft, ground tar- 
gets, landscapes and objects. 
You'll be streaking through the 
heavens in no time! 


FLIGHT SIMULATOR TOOLKIT. 
YOUR AIRCRAFT. YOUR LANDSCAPES. 
YOUR MISSIONS — YOUR WORLD. 


DISTRIBUTED BY 


Visa/MC orders: 
call 24 hrs a day, 
7 days a week: 
1-800-695-GAME 
(orders only). 
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DR. FRED AND 
THE CANC RETURN IN 
DAY OF THE TENTACLE 


Original Xeen. . . 


Dear Editor: 

| have a quick comment 
on your review of World of 
Xeen (August, ‘93). How 
could you give it an origi- 
nality of 80? | challenge 
you to find another game 
that combines two games 
into one monstrous world 
that the gamer can go 
back and forth between. 
Other than that, | found 
your review of the game 

to be accurate. Thanks! 
Tommy Russell 
Bethpage, NY 


If you'll check your back 
issues, most of the role- 
playing games we’ve 
reviewed, particularly in 
the past six months or so, 
have very low originality 
scores. For an RPG to get 
an even half-way decent 
score for originality, it 
really has to be some- 
thing totally different from 
virtually every other RPG 
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Sendyour questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


we've played. Most of the time, 
RPG’s, whether good or bad, are not 
that strong on presenting new and 
exciting ideas (build up power, slay 
the evil wizard, rescue kingdom, wait 
for sequel). The reason World of 
Xeen got an originality score of 80 is 
that, unlike most role-players, it pro- 
vided us with a unique treat of, as 
you said, being able to move from 
world to world. Otherwise, as far as 
plot and style went, it wasn’t that 
new or original or really very differ- 
ent from other Might and Magic 
games. Thus, the score of 80. | hope 
that answers your question. 


Striking Back... 


RE: Postage Due, 

Let's see if | can clear up a few 
loose ends since Steve Honeywell 
apparently completely misunder- 
stood the gist of my argument in the 
August issue regarding Strike Com- 
mander. | was also obviously not 
thorough enough in presenting my 
case. 

First of all, as a simple matter of 
housekeeping, there was no com- 
parison, implied or otherwise, 
between my computer system (an 
absolutely loaded 486-DX266) and 
the current PC standard. The point 
made in reference to PC “standards” 
was firmly rooted in the past tense 
and placed in a paragraph that was 
merely devoted to illustrating a point 
regarding the hypothetical introduc- 
tion of Strike Commander at the 
Originally slated release date of 
Christmas, 1991 when the PC norm 
was too impotent to handle such a 


product. Being a professional com- 


puter programmer, | am well aware 
of the current home PC standard 
and would not be foolish enough to 
compare my machine to a low/high 
end 386. The misjudged comparison 
was made by you and you alone. 

Now that the bitching is out of the 
way, allow me to get to the heart of 
the matter and elaborate on an 
important point. Strike Commander, 
from all indications over the past 
couple of months, has become an 
absolute BEAR of a game. The stat- 
ed recommendation on the box of a 
486/33 is a joke. It has brought 
many a 486/50 to a crawl (and even 
a few undermanned 486/66’s) with 
all of the graphic detail enabled. 

We can go on and on about Ori- 
gin’s responsibility for releasing such 
a ridiculously CPU-intensive product 
or the 41 megabytes it hogs on the 
hard drive or “. . .put[ting]. . .pink 
bow[s] and perfume on a dog or a 
cat” all day long until we’re blue in 
the face. The fact of the matter is, 
Strike Commander is doing the 
same thing Wing Commander did 
three years ago and its successor 
Wing Commander II two years ago. 
These products push the frontiers of 
existing personal computer perfor- 
mance. They scream for a change in 
the status quo. If Joe/Josephine 
User wants to get the most out of a 
new product, he/she has to upgrade. 
It's the law. | don’t particularly relish 
spending thousands of dollars each 
year upgrading, but | find myself 
invariably doing so nonetheless. 

If we don’t like the fact that a new 
piece of software makes our current 


The 14-inch guns of your dreadnought thunder as you 
order another devastating salvo fired at the enemy line. 
Your ship shudders with the recoil of the guns, and you 


peer through the binoculars as the shells arch toward their 


target. A few well-placed hits could sink the enemy, but 
your squadron is still vulnerable to a torpedo or shell 
attack that could send your ships to the ocean floor. 


This is World War | naval action like you've never seen 
before! Calibrate your range-finder and stuff your ears 
with wool as you prepare for the action, sights and 
sounds of Jutland!™ 


Command a fearsome dreadnought and fight for control 
of the North and South Atlantic. Or command the entire 
German Imperial fleet or the whole of the British Royal 
Navy. Fight a single mission, a battle campaign or the 
entire war while commanding one ship, a squadron of 
ships, or the entire fleet. 


Another exciting CD-ROM 
product from 
‘Commander’ Jones and 
his crew at Software 
Sorcery 


© 1993, Software Sorcery, Inc. Software Sorcery is a registered trademark of Software 
Sorcery, Inc. Jutland is a trademark of Software Sorcery, Inc. 


The drama, action and excitement of WWI naval 
combat comes to life with stunning SYVGA and VGA 
graphics, digitized video and sound effects and 
historically accurate combat. Experience naval 
combat as the sailors and officers did almost 80 years 
ago, including night combat, torpedo attacks, salvos 
of exploding shells and burning ships. When you're 
ready, test your naval combat ability in the 
awe-inspiring Battle of Jutland! 


Available for the IBM PC and Compatibles. 


See your favorite retailer, or call (619) 452-9901. 
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oftware’ Sorcery 


Where Magic is State-of-the-Art! 


GR | Review Breakdown 
rical scores are based on 
>, with scores above 90 
erior effort. 

darts at the top reflect 
how. the three reviewers feel the 
game rates in three different areas. 
Originality reflects. how many new 
concepts are utilized in the game. 
Playability indicates. how easy and 
fun the game controls are to oper- 
ate. Intelligence is based on the 
ideas behind the game, as well as 
how easy or difficult the game is to 
play. The manual rating is for the 
accompanying game material sup- 
plied with the game, and includes 
maps and other playing aids, as well 
as the manual. Graphics and sound 
scores show the level of the audio- 
visual qualities of the game are. The 
overall score is a combination of the 
above ratings and the three review- 
ers’ scores. 


THE CGR REVIEWERS. .. 
Kevin: Kevin’s current quest is to 
watch every episode of Mystery Sci- 
ence Theater 3000. He spends a lot 
of his free time playing pen-and- 
paper RPG’s and war games, so it 
only makes sense that those would 
be his favorite genres on the PC as 
well. When not watching Joel and 
the ‘bots on tape, Kevin has been 
playing the Dungeon Hack beta and 
Master of Orion. 


Ted: Ted’s current quest is to add 
the word “Scottish” to the American 
lexicon as a synonym for good. He’s 
earned a reputation here for being 
difficult to please, especially if the 
game isn’t called Star Control Il. 
When he’s not making decisions 
regarding how Scotch a game is, 
he’s been caught playing The Shad- 
ow of Yserbius and TaskMaker. 


Steve: Steve’s current quest is to 
find the best Chinese restaurant in 
the Chicago area. An eclectic soul, 
Steve likes games in virtually every 
variety, although he loves a good 
war sim and action games make him 
look forward to coming in to work. 
Since he’s spent a lot of time in his 
office this month, he’s been playing 
TaskMaker more than anything else. 
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PC’s seemingly obsolete, we can 
either sit at home and cry while our 
PC’s wither on the vine or face the 
fact that progress, while expensive, 
is inevitable. The feeding frenzy 
between the software and hardware 
industries will continue, regardless 
of any and all mass disaffection. 

Jim Corbin 

Lowell, MA 


| have been most righteously and 
deserved smacked. As you say, Jim, 
the error you talk about at the start 
of your letter was 100% mine. | 
reread your letter, and | simply took 
your meaning wrong. You win. 

It is often said that hardware is dri- 
ven by software. This is much more 
evident with video game systems 
(witness failed systems like the Atari 
5200 and big winners like the Super 
NES), but it does come into play on 
the PC side as well, at least to an 
extent. | question the extent that it 
does come into play with the PC, 
though, mainly because of the high 
cost of the hardware. To upgrade 
from the NES to the Super NES 
would have cost about $200 a cou- 
ple of years ago, while upgrading to 
a 486/66 costs several thousand 
bucks. 

While your argument that games 
like Strike Commander drive higher- 
end hardware is valid, | can tell you 
that it wouldn’t move me personally. 
Right now, I’m in a priviledged posi- 
tion in that | see virtually every game 
produced, and if | need a new sys- 
tem to play a rash of high-end 
games, the money doesn't come out 
of my pocket. However, speaking as 
a consumer, my opinion would be, 
“gee, I'd like to play that game, but 
I’ve got better things to do with my 
money than buy a new system.” So, 
while you are right, my question is to 
what extent your argument holds 
water. Sorry about the “standard” 
mix-up. 


3DO? Nol... 


Dear CGR: 

For the last few months, many of 
uS Computer gamers have read an 
increasing number of articles about 


the upcoming 3DO game system, 
most recently Arnie Katz’s article in 
CGR Sept. ‘93. My biggest com- 
plaint about the article, and the 3DO 
in general, is that the 3DO is nothing 
more than a glorified video game 
system. | saw the 3DO at the Sum- 
mer CES in Chicago and it was 
rather impressive, but it definitely 
won’t replace my trusty 486. As far 
as | could tell, it wasn’t any better 
than a fast PC with a quick video 
card and a double speed CD-ROM 
drive. It’s biggest drawback is that 
its JUST a game system. . .a box 
that sits there useless until you 
decide to play a game. 

My point is, | don’t know ANY 
computer gamer that uses his/her 
computer for games ONLY. We all 
love to use word processors and 
data bases, collect music and graph- 
ic files, talk to each other via modem 
and fidget with the latest DOS or 
Windows utility. Heck, | would go 
nuts if | DIDN’T have the everyday 
challenges of memory management 
and lack of disk space to keep me 
busy! This is a computer lover's life 
and there isn’t a game system in the 
world that could ever change us! lf 
the 3DO system is going to cost 
about $1,000 complete, count me 
out. . .l’d rather spend the money on 
an OverDrive chip upgrade and 
more RAM! As long as there are 
people like me, there will be soft- 
ware companies who will make 
money be writing computer games 
for us. Great magazines like yours 
should focus on the computer gam- 
ing scene (as your name suggest) 
and leave the 3DO articles for the 
other guys. After all, computers will 
still be running quite strong long 
after the 3DO becomes “yesterday’s 
technology.” 

Thomas Riesecker 
Goshen, IN 


Don’t hold back, Thomas. Tell us 
how your really feel about 3DO. 

Seriously, you're quite right. While 
| don’t know people who love to use 
their databases (according to our 
Circulation Manager, Dave Marshall, 
“I'd rather be playing games than 
playing on my database.” That 
needs to be taken with at least one 
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digitized video and sound effects 
tactical and strategic real-time 


combat aiindlation. Putting the latest combat ee 7 | 
in military technology, the ultimate ~ historically accurate combat ? Ee 
high-tech warship, at your fingertips. scenarios 


Available for the IBM PC and Compatibles. 


©1993, Software Sorcery. Published by Time Warner Interactive Group. Software Sorcery - Where Magic Is State-of-the-Art is a registered trademark of Software Sorcery. 
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grain of salt, though, since Dave 
also questions me as to why his new 
database “games” aren’t reviewed in 
CGR.), | do know that a new batch 
of .WAV files will generally stop work 
in our offices for upwards of half an 
hour. That’s always been the way 
I’ve felt about computer gaming as 
well; not only are the games deeper, 
since as an input device you have a 
keyboard, but that computers are 
useful for more than just games and 
nouveau home decoration. While I’m 
sure there may be people out there 
who do nothing with their PC’s but 
play games, I’m also reasonably cer- 
tain that the number of them is pretty 
small. Even here, at a magazine 
solely devoted to talking about and 
playing games, we use our PC’s for 
more than just gaming. 

Incidentally, we have not made a 
final decision on whether or not 3DO 
should be covered as a regular topic 
in CGR. While | already know 
Thomas’ opinion regarding this, 
please send us your opinion regard- 
ing our covering this platform. Long- 
time readers will remember that our 
name change to CD-ROM Entertain- 
ment was caused in no small part by 
responses from the general public to 
get rid of our 16-Bit coverage. Let us 
know. 


3D Oh What Next?. . . 


Dear Editor: 

| have been enjoying your maga- 
zine for over a year. | can honestly 
say your publication has saved me a 
lot of money. | never buy a game 
without first reading your reviews of 
the product. | would like your input 
on possible upgrades offered in the 
PC market. | presently own a 
386SX/25. | want to upgrade to a 
486DX/50 with local bus. Here’s 
where the problem lies. What 
options can | buy on the mother- 
board now that will save me down 
the line? For example, will a Ziff 
socket allow me to upgrade to pen- 
tium technology without buying 
another motherboard? How about 
an OverDrive socket, what is it used 
for? Should | get a board with 3 or 2 
local bus slots? 
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Another big question is about the 
future of CD-ROM on PC’s. What 
format do you think will be the stan- 
dard for the future? | planned to buy 
a CD-ROM, but the good one’s with 
sound cards are close to $1,000. | 
heard that 3DO will cost around 
$700 to $800. If 3DO is the way of 
future gaming, then | don’t want to 
get a CD-ROM for my PC. | guess 
everyone would like to know which 
way to go. | use my computer mostly 
for gaming. | don’t like Nintendo-type 
games, which is why | like computer 
games so much. They require you to 
think, not just push a bunch of but- 
tons. Do you think 3DO is going to 
be like Nintendo? Thank you for 
your time in this matter. 

Paul Pieraccini 
Casa Grande, AZ 


I'm going to answer your questions 
in reverse order, Paul. 3DO is still a 
question mark in the minds of a lot 
of people, including yours truly. 
While a lot of the games that are 
going to come out for the PC CD- 
ROM are also going to come out on 
3DO, there will be titles that won’t 
come out for both. | think what you'll 
find is that most of the time, comput- 
er products will give you more flexi- 
bility with how you use them, a 
greater variety of software (I don’t 
expect to see a lot of encyclopedias 
out on 3DO) and the convenience of 
having all of your hardware in one 
place. While I’ve heard 3DO going 
as low as $700, I’ve also heard 
$1,000, so the ultimate difference 
may be a wash. One thing to consid- 
er, though, is that while a lot of com- 
panies have signed on to work on 
3DO projects, only time will tell how 
many are created. There are already 
a lot of PC CD-ROM's out there and 
more are coming out every month, 
so PC has a huge jump on 3DO. 

As for your preliminary questions, 
I'm going to turn things over to Ted, 
who's our new hardware guru. . . 

As far as | know, you cannot 
upgrade a 386 motherboard to local 
bus without swapping out the entire 
motherboard, and at that point it will 
become cheaper to simply purchase 
a new computer, selling your old one 
for extra dinero. If you want Pentium 


technology, buy a computer that has 
a Pentium socket (ZIF simply means 
zero insertion force, as in no tools 
required to pull the old chip), or buy 
a Pentium system. Overdrive is sim- 
ply a power chip that will increase 
the performance of the CPU you 
have, and those are pricey. Finally, if 
you're bound and determined to get 
a local bus motherboard, make sure 
it is VESA compatible, and get as 
many mastered slots as you can 
afford. Since Pentium systems are 
not reasonably priced yet, my rec- 
ommendation would be to buy a 
486DX66 VESA-LB loaded with at 
least 8 MB RAM. This system, while 
not as fast as most 486DX50’s, is 
and shall remain the best bang for 
your buck for some time to come 
(unless you plan on running incredi- 
bly complex CAD programs). You 
can pick up a good system with this 
configuration for under $2500. Hope 
this helps. 

As a Side note, questions like this, 
while occasionally handled in this 
section of th magazine, are best 
offered to our very own cyber-saw- 
bones, the Game Doctor, who this 
month struts his stuff on page 96. By 
the way, | hope your move went 
well. 


Maniac Mac... 


Dear Editor: 

| have seen your reviews for Day 
of the Tentacle in CGR, and it looks 
like an awesome game. | own a 
Macintosh, and have to live with the 
fact that | can never play mostly all 
the games reviewed in your maga- 
zine. This is one of the few games | 
seem interested in, so could you tell 
me if Maniac Mansion 2 will ever be 
available for the Macintosh, because 

| know the original never was. 
Zach Bouchat-Friedman 
Pittsburgh, PA 


Sad to say, Zach, but the word 
from LucasArts is that DOTT is not 
currently scheduled for the Mac. 
However, Indiana Jones/Atlantis 
talkie CD will be released for the 
Mac as will an upcoming Star Wars 
screen saver, both from LucasArts. 
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IndyCar™ Racing 


Experience all Gobs of You choose wing 
new Papyrus 3-D Super Texture™ Newtonian physics calculate real angles, tire types and pressure, 
technology. Bit-mapped cars, car behavior...speed, chassis, suspension, camber, gearing, and 
tracks, terrain and scenery, engine set-up, tire temp and wear, more. Adjust turbo boost, brake 
accurate down to the last detail; fuel load, track bank, etc... bias, roll bar settings from the 
including billboards, paint hundreds of calculations per cockpit. Custom tune engines in 
schemes and decals on actual second. What you do makes a the dyno room. (Or take the default 
IndyCars. Tread marks “groove” real difference. car and hit the track running.) 


every turn to help you find the line. 


From the creators of 

Indianapolis 500: The Simulation™ 
First in a series of Real World 3-D 
Racing Games 


Distributed exciusively worldwide by 


Michigan 


Virgin Games. inc. 
International, Laguna Seca, 
Milwaukee Mile Long Beach... The Indianapolis 500° is a registered trademark of the 
; rs 3 Indianapolis Motor Speedway. 
. you get it all se IndyCar % Indianapolis 500 ~: The Simulation’ is a trademark of 
Available Racing...right down to the grass, Electronic Arts inc. 
November 1993 fans, stands and six real TV Actual IBM PC screens shown. 


camera-type replays from 
car-cams to blimps. 


Privateer 
by Origin — 
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386/33, 4 Meg RAM, VGA 
DOS 5.0, Hard Drive 

‘ Sound Blaster 

and compatibles 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 


_No. of Players: . One player . 


Wing Commander cadets, rejoice! 
Wing Commander: Privateer is out. 
But don’t expect military action; the 
underlying scenario is one mainly of 
trade and money. The WC universe 
is still there, complete with Kilrathi 
ready to turn you into so much 
white-hot space plasma, but now 
there are pirates and a renegade 
religious sect ready to do the same. 

You begin your silicon life as a 
trader, with a tiny little ship and mini- 


Choose from four customizable ships, each 
tailored to specific missions. 
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Your ship will find berth nearly everywhere, 
from military bases to agricultural planets. 


mal defense capabilities. Your con- 
tact points are agricultural worlds, 
deep space mining stations, plea- 
sure planets, and factory worlds on 
the fringes of civilized space. You 
must provide goods of trade or take 
on delivery or eradication missions 
in order to make a buck. Talk can 
get you killed, and there are very 
few rules by which to live. 
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With enough credits, even the Tarsus scout 
can be converted into a decent fighter. 


The Tarsus scout ship you inherit- 
ed from your grandfather can be 
customized with a lethal array of 
weapons batteries, sure to vaporize 
the interstellar parasites who want 
nothing more than your cargo and 
your life. Add the latest tungsten 
armor. Give it a little extra kick with 
engine modifications and an after- 
burner. And you want to talk about 
friend-or-foe scanners? C’mon! 

Still, if you’re not satisfied with the 
decrepit little Tarsus tug, why not 
step up to an even bigger, better 
ship? Privateer features four sepa- 
rate classes of ship: the Tarsus 
scout, the Galaxy merchanter, the 
Orion gunship, and the Centurion 
“eat flaming hot death, you scum- 


sucking bottom dwellers” fighter. All 
of these ships can be purchased 
and outfitted with the latest in high 
tech killing apparatus. 

You are not limited to your 
lifestyle, either. Don’t want to be a 
trader? No problem. Simply join the 
Mercenaries Guild, and you'll be out 


Pirate, mercenary or honest merchant? 
You'll still need to defend yourself. 


there killing in someone else’s name 
in no time. Interstellar law got you 
hemmed in? Get some salvage gear 
and some incredibly powerful 
weapons, then go hunting for mer- 
chant ships as a pirate. As long as 
you can pay the repair bills on your 
ship and still Keep yourself alive and 
in the black, you’re a free agent. 

The universe is a big place, and 
you'll rule your sector of it in style. 
There are over fifty bases and plan- 
ets in nearly seventy disparate sys- 
tems (remember to buy that jump 
drive!). If you still have a yen to do 
some exploring after you’ve uncov- 
ered and finished the basic storyline 
to the game, feel free to do so. Wing 
Commander: Privateer is an open- 
ended game. The more you play, 
the better you will become as a fight- 


Various people will give you the information 
necessary to your quest. 


Is it safe to land on that planet? Pirates and 
Kilrathi abound, so watch your back. 


er, but be warned: your enemies 
also increase in skill, and they can 
afford to be a lot less frugal about 
outfitting their ships than you. Spend 
wisely and well, or you'll be dogmeat 
before you can say “Alpo.” 

Please note: you do not need the 
original Wing Commander games, 
nor do you need to have played 
them, in order to play Privateer. And, 
while play on a 486DX66 was 
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The mercantile standard holds true even in 
space- buy low, sell high. 

smooth and nearly trouble-free, we 
cannot vouch for how this game 
might play on a 386 (Origin Games 
recommends a 486SX25 as the 
base system). However, you will 
need 4MB RAM and must be run- 
ning DOS 5.0 or better. As an inter- 
esting side note, Privateer is com- 
patible with the lamentable DOS 6.0 
DoubleSpace utility. For those with a 
SB or Pro-Audio Spectrum, definitely 
install the Speech Pack (included). 


Looking to earn spare credits? Freelancers 
find employment at standardized machines. 


Let me warn those of you who 
were wondering: this is not Wing 
Commander 3. That said, this is 
still an excellent game. Instead of 
flying the missions the brass gave 
you, now you pick and choose 
your own. This is Elite (for those 
who remember it) brought | 
modern age. The details a 
operations are up to you. Yq 
run Cargo, pirate others, or 
your guns to the highest 6B 
Combat and the Al of the enemies 
has been sharply upgraded since 
WC2. This game can be madden- 
ingly difficult in the early stages. | 
dueled a single Kilrathi in a Dralthi 
for over 30 minutes—and | can fin- 
ish the Gauntlet in WC Academy in 


WC:Privateer has goofy cover art, 
but it still manages to be a decent 
game (usually the two are related 
in a one-to-one ratio). The graph- 
ics are smooth and unpixelized, 
the music and sound effects (par- 
ticularly with the Speech Pack) are 
very good, and the joystic 

and related keyboard co 

are well designed. And yet, 

not incredibly pleased 

overall game. After hearin 

hype (and reading all the letters) 
associated with WC2, | guess | 
expected a bit more. This is still 
your basic aim, lock, and fire 
space game whose idea is at the 
core of the original Star Trek TV 
series. The game play is much 


Wing Commander fans, this is a 
game you’ve been waiting for! Pri- 
vateer is awesome! While it is cer- 
tainly true that the Wing Comman- 
der engine is showing its age, Pri- 
vateer lives up to the reputation 
the both WC and WCII have creat- 
ed. This takes the basic preg 
Wing Commander and buil 
it beautifully. In addition 
combat, you also get the adq@ 
game play involved with 
intelligent commodities purchases 
and the danger of shipping said 
commodities across pirate-infested 
space. The game really shifts into 
high gear when you start taking on 
some of the missions available at 
the computers in each base. | 


a Ferret. This is not a game for 
bad pilots. It takes a good chunk of 
money to get a ship hardy enough 
to survive the pirate attacks, and 
you need to survive the pirate 
attacks to make money. See a 
problem? | did. Once you get over 
ial cash hurdle, though, 
an excellent game here. 
oryline is good (there is a 
but it does not force itself too 
y. The game play is open, 
since even after the plot is com- 
plete (or even during) you’re still a 
very free agent. Privateer offers a 
good game of mercantile politics, 
mingled with an excellent if difficult 
combat system, against the back- 
ground of the WC universe. -Kevin 


better than the games of just a 
couple of years ago, and | have to 
admit that the Wing Commander 
engine is pretty much one of the 
better technologies of modern 
computer gaming. All that being as 
it might, this game just didn’t knock 
cks off. It does what it’s sup- 

to do, but it doesn’t do any 

an that. A feature | would 

h ked to see is the ability to 
eams of ships, wherein you 
could designate the lead ship as 


the one you would fly yourself, but. 


have independent ships on your 
side as well, such as freighters 
and other fighters. Battles could be 
much larger. And what about flying 
escort missions? -Ted 


found it worth my while to spend 
the 6,000 credits it cost to join both 
guilds, as they offer a greater vari- 
ety of missions. While many will be 
tempted to forget about the trading 
and go straight for the bounties, 
don’t. Trading is important to the 
and learning to do it well will 
Ou pick up extra cash, allow- 
to improve your ship more 
ul The combat system could 
to be updated, but other- 
wise, Privateer is wonderful. It’s 
one of those rare games that you 
can see yourself playing for years 
into the future and for twelve hours 
at a time. Privateer lives up to its 
hype and fulfilled all of my expec- 
tations. Truly cool!! -Steve 
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SURROUNDED BY ANTI-AIRCRAFT. 


HUNTED BY SAMS. EVEN MACH 2 ISN'T 
FAST ENOUGH. IT’S A STORY CAPTAIN 
DEAN PENNINGTON DIDN’T THINK HE'D 
LIVE TO TELL. WOULD YOU? 


A TRUE STORY 
Kuwait, May 23, 1991. Captain 
Dean “D-Dawg” Pennington dives 


ws to take out an Iraqi 85mm gun 
emplacement below. “Flares, break 
left!” his wingman screams. He 
wrenches the stick just as a SAM 
4 explodes 10 feet behind his F-16. 
Anti-aircraft batteries now open up 
all around, engulfing him. Too low to 
avoid the anti-aircraft, too slow to 
evade another SAM, he’s faced with 
a hopeless choice and less than a 
quarter of a second to make it. 
Lighting afterburners, he rockets to 
safety before they can lock on again. 


THE STANDARD BY 
WHICH OTHER FIGHTERS 
ARE JUDGED 


Captain Pennington survived 
on skill, nerve and the awesome 


‘or Visa/MasterCard orders cal 


capabilities of the F-16 Fighting 
Falcon. Nothing, aside from a true 
F-16, captures the “hair-on-fire” feel- 
ing of flying America’s most deadly 
fighter like Falcon® 3.0, Spectrum 
HoloByte’s computer simulation. 


A HIGHER LEVEL OF FLIGHT 
Unlike some sims, which more 
closely simulate the arcade expe- 
rience than the flying one, Falcon 
3.0 features a depth of play 

that almost rivals real 


life. Like real pilots, you’ll fly 
with a wingman, allowing you 
to engage in 


With Falcon peat 

wr slassiniieion i aerial tactics 
players can 

gomano a like bracket 


mano. May the 
best man win. 


HOLOBYTE maneuvers. 
Instead of enemies who fly in 
circles, Falcon 3.0 adversaries fly 
according to true fighter doctrine 
so they’re no pushovers. And 
Kuwait looks like Kuwait since 
real geographic theaters are 


faithfully mapped. 


NOT JUST A SIMULATION 
OF A WARPLANE 
A SIMULATION OF WAR 


Falcon 3.0 lets you fight as part 
of an entire campaign. The mis- 
sions you fly play a crucial role in 
your side's success. But they’re not 
hard-wired. Each result affects the 
overall war effort—and determines 


your next mission. Succeed 


| 24 hours a day, 7 days a week: (800) 695-GAME. 


For technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 


©1993 Spectrum HoloByte, Inc. All rights reserved. All trademarks are the property of their respective owners. 


and go on to hit the enemy in his 
own backyard. Fail and find the bad 
guys breathing down your neck. 
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Electronic Battlefield Series simulations link up. 
So you don’t just choose your mission, you choose your 
aircraft. Care to fly for the other side, comrade? 
THE ELECTRONIC 
BATTLEFIELD SERIES: 
THE ULTIMATE 
CY BER-BATTLEFIELD 


Choose from multiple aircraft, 


multiple theaters, even which 
side of the conflict to fight on. 


Go head-to-head over a modem or 
with up to six players over a net- 
work. It’s possible because each 
Klectronic Battlefield Series 
title works with the others, from 
MiG-29™ to the upcoming F/A-18 
simulation. There’s even a multi- 


Spectrum HoloByte 


media guide to air-to-air combat 
called Art of the Kill™ to help you 
fly like an ace. It all starts with 
Falcon 3.0. 

The simulation for people who 
want to fly the not-so-friendly 
skies. 


ELECTRONIC BATTLEFIELD SERIES 
The fight of your life. 
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TaskMaker version 2.0 
by Storm Impact 
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Sound 


Originality eel 


Playability 
Intelligence 


GAME SPECS: 


Requirements: 
Sound Support: 


Controller: 
Available for: 
Designed by: Storm Impact 
Distributed by: Storm Impact 


Keyboard, Mouse 
Macintosh 


Hard Drive Space: 2.5 Meg 


No. of Players: 


One player 


Years ago, in a nearby kingdom, 
the death of a wise and kind king 
brought chaos and destruction on 
the land. Amid the turmoil, a fighter 
emerged from the forest, who, 
through the force of his own will, 
bound the country together. This 
became known as_ the 
TaskMaker. However, even his 
might has its limits, and his empire is 
Starting to crack at the edges as 
towns have become overtaken by 
creatures of evil. You have travelled 
across the ocean to serve this great 
man and help him secure his vil- 
lages and reclaim his lost treasures. 
As you complete jobs for the 
TaskMaker, you will encounter crea- 
tures from all walks of life and of 
varying mood and temperament. 
Hundreds of items fill the game, 
each with its own use and impor- 
tance. Collect treasures, slay wicked 
beasts and explore new areas as 
you attempt to complete each quest 
set forth by the TaskMaker. For 
those who played version 1.0, Storm 
Impact will provide this update for 
the reduced price of $14.95. 
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| Magic Mouth = 
; Curtains are a lot of fun to 
E walk through. — : 


The tutorial will help 
without boring you. 


€ Youve been on a fong voyage 
— from your homel end 


Follow the cobblestone peth 
= south to Castie Hall, where the 
& TaskMaker eeaits you 


The TaskMaker’s castle lies to the south- 
west of your starting point. 


a See 2: Tem Serve 22s ee 


Some areas around the castle offer mon- 
sters to kill and treasure to find. 
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how your character is doing. 


TaskMaker is a small-budget big- 
hearted game. If you simply must 
have the best in everything, pass 
this by. But if you have ever 
cheered for little guys with spirit, 
you might like this one. It’s simplis- 


small extras, like alignment track- 
ing and a good equipment selec- 
tion, but don’t fool yourself. You’ve 
seen this stuff before, but TM is so 
painfully honest in its lack of pre- 
tension and its desire to entertain, 
that it's got enough charisma to 
overcome its lack of flash. -Kevin 


TaskMaker really had to struggle 
to win me over. The first time | 
looked at it, | was skeptical as to 
whether I'd bother to play it again. 
To give it a fair shake, though, | 
did play it some more, at which 
point m | 

best to 
attache 
decid 
graphi 
Zelda-ish, the game will drive you 
to distraction. The sound effects 
are right on target for a game like 
this, including the soon-to-be-infa- 
mous “ ‘scuse me” and “get out of 
the way.” I’ve never much liked the 
Mac for games, but if more like this 
come out... -Ted 


At first glance, TaskMaker didn't 
look like much. At second glance, 
though, | was really charmed by it. 
It’s pretty unpretentious in that it 
doesn’t take itself too seriously 
(witness weapons like butter knife 
and fly DUtelinsitith provides 
decent a ventur- 
ing. Th li nt, and 
even t original 
will be | more 
Sstreamll om present 
here. Most importantly, the game 
is simply fun. While it isn’t graphi- 
cally wonderful and could use 
more music, this is one I'll keep on 
the Mac for a very long time. Ill 
keep coming back to it after other 
games have worn thin. -Steve 


Metamorphosis is the Shadowcaster’s Strength... 
And his Achilles’ Heel. 


s the Shadowcaster, you take on many forms in the 
battle for survival. You’re the resourceful human 
adventurer, the fierce, six-limbed cat, the versatile, 
flying dragon and others. 
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But change comes at a price. In one form, you're quick and 
agile, but small and fragile. In another, you’re a nearly 
indestructible giant, but ponderous and slow. You alter 
shapes at will - and each form unleashes new powers and 
reveals new vulnerabilities. 


| The pace never falters in Shadowcaster, the unique new point-of- 
view action adventure from ORIGIN. You race through corridors 
lined with pulsing lights, and into chambers covered with sculpted 
faces in this smooth-scrolling, fun-filled odyssey. 


You discover magic, but you won’t need to mix reagents or 

memorize spells. You weave your way through dungeons, caverns, 

castles and caves, but you won’t have time to linger — the powerful 

and wicked lurk at every turn, just waiting for the chance to draw 

first blood. In the final battle, you challenge a being with powers 

that match (or surpass!) your own — and the irresistable force 
| meets the immovable object. 
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P.O. BOX 161750 AUSTIN, TX 78716 


m, ©Copyright 1993 ORIGIN Systems, Inc. Shadowcaster is a trademark of 
ORIGIN Systems, Inc. Raven is a trademark of Raven Software. Origin 


<a e : : : ee and We create worlds are registered trademarks of ORIGIN Systems, 
: Designed by Raven™ Software & ee ae : Inc. Electronic Arts is a registered trademark of Electronic Arts. 


The Geekwad Games 
by Tsunami 
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Originality 
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Requirements: 640 K, 386 
WACTAN 

Sound Support: Sound Blaster 
and compatibles 

Controller: Keyboard, Joystick, Mouse 
Available for: PC and compatibles 
Designed by: Tsunami 
Distributed by: Tsunami 
Retail Price: $34.95 
Hard Drive Space: 5 Meg 
No. of Players: One player 


Flushed from your success in 
Wacky Funsters!, you expect all is 
well in the domain of King Wacky. 
But the King has been kidnapped 
and imprisoned aboard his own star- 
ship. This time, the villain is your 
own alter ego, the evil Cybergeek. 


scores on each of the five Games of 
the Galaxy. In Beefenders, terrorist 
cows from the Bovine Liberation 
Organization have come to prey on 
your docile herd and turn them into 
raging bulls. In Phlegmings, a golf- 
ing astronaut happens upon the 
Planet Phlegm and must whack 
Phlegm balls before they hatch. In 
Earth Last!, unthinking aliens litter 
our atmosphere with debris. Spaced 
Solicitors are attacking your 
granny’s house in waves, after just a 
few more dollars or spare change. 
Grogger chronicles an overworked 
carhop’s adventures at a space-age 
drive-in. To save the King, you'll 
need to defeat all these games plus 
test your trivia skills against the quiz- 
masters of the universe. 
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Beefender challenges you to straddle your 
hobby horse and defend your herd. 
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Bogey the Booger Pit on Planet Phlegm- 
but be sure not to tee off the Phlegmings. 


Ugly alien tourists threaten to litter the 
earth unless you stop them in Earth Last! 


Careful concentration is required to serve 


the drive-in crowd at Grogger’s. 


Normally | like stupid games, 
games with the panache to admit 
to stupidity as a goal. However, 
these games usually have good 
game play to back up the attitude. 
Sadly, this is not the case here. 
Most of thegesgamespane, parodies 
of classicgareade games, but they 
fall shoréin Gepih of play. There’s 
a lot of Style here, Good graphics 
and excellent’sound=but it's mostly 
empty style. These games just 
don’t have much repeat value to 
them, and the humor wears thin 
moments after installation. If you 
need cute games to play for five 
minutes every day, Geekwad will 
suffice. Extended contact, howev- 
er, is discouraged. -Kevin 


Did King Wacky really have to 
come back from silicon space? 
Geekwad Games is a depressingly 
poor piece of software built around 
the idea that what the public wants 
is rehashed arcade games with 
disgustingmundertoneSmand ver- 
biage that would' bé considered 
witty only in th@yiand of the loboto- 
mized.| Beating tae cybergeek is 
challenging if you Have your hands 
nailed to your desk, but seriously, 
why would you want to? | say, let 
King Wacky die! Perhaps it would 
put an end to our collective misery; 
maybe the designers would think 
twice before foisting an idea like 
this on us again. Or at least they 
could make it funny. -Ted 


Okay, the first Wacky Funsters 
had a good sense of humor but 
poor execution. This one maintains 
the sense of humor and improves 
on the game play a bit, particularly 
in the Defenders parody. The 
problem he@kesis thatetfa@njokes are 
only funny Once. Sure its amusing 
to see a parédy of Car Sagan and 
lsaac ASIMOV, bat tre third or 
fourth OF tenth timepeit S just not 
funny anymore. If tre=point of the 
product is to provide good game 
play, it succeeds only marginally. If 
the point is to make me laugh, it 
was successful for about ten min- 
utes. After that, | have to wonder 
what it’s still doing taking space on 
my hard drive. -Steve 


J 


Available at a software retailer near you, or call 1-800-245-4525 for MC/Visa/Discover orders. 
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Socrates 3.0 
by Machiavelli Designs, Inc. 


Overall 63% 
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Originality a 


Playability 
Intelligence 
Manual 
Graphics 


GAME SPECS: 


Requirements: 
Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 


No. of Players: One player 


The state of the art in artificial 
chess intelligence has arrived for the 
PC. Socrates 3.0 is a powerful 
chess engine that has beaten three 
American Grand Masters as well as 
chess programs run on supercom- 
puters and dedicated hardware 
packages. However, advanced hard- 
ware is not required to play against 
Socrates. In fact, this engine is user- 
friendly, with full mouse and key- 
board support and “hot keys” to 
access commonly used functions. 
While Socrates has a BT test score 
of 2315, it is easily handicapped by 
changing its level of competence 
based on USCF Rating Levels, aver- 
age times per move, fixed time per 
move, maximum depth of search, or 
a total time limit for the length of the 
entire game. Thus, anyone can find 
a strong opponent, whether at the 
novice or Grandmaster level. 
Socrates 3.0 also includes a Set Up 
mode, allowing for the creation and 
study of chess problems, as well as 
quick loading and saving of ongoing 
games. Analysis with annotation and 
position evaluation is also available. 
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PLAYER SOCRATES 
00:00:00 00:00:00 


SEARCH TABLE SIZE — 


16384 positions | 


Socrates 3.0 is the first version of the tro- 
phy-holding software to be released on PC. 


Level Optio 


Game in x = 


Operator time 


[6.0] 3.38 0,945 
Bl je oe f6-e4 

os 2ed8 e4-cS) 
— d3-d40 5-4? 


Socrates’ skill is based upon processor and 
thinking time, which is adjustable. 


PLAYER SOCRATES 
00:01:49 00:02:10 


9.78 10.734 


qd8-e7 
— @8-c8 


A complete record of all games is kept with 
annotation and evaluation available. 


PLAYER SOCRATES 
00:02:19 00:04:35 


ay 7E 


—Synat aa 
Alt M - Move Now 


Socrates 3.0 has a BT test score of 2315 
and has beaten Grandmasters. 


Options 
; SELECT A RATING 
Select the desired strength 
level of SOCRATES based on 
the table below. 


This is the system that is 4 
used by the United States f 
Chess Federation (USCF). 


SOCRATES will use more time 
as the level increases. 


USCF RATING 


~ 1399 
- 1999 
600 - 1799 
= 1998 
72199 
= ' 2999 


i The lowest level SOCRATES | 
can play at is about 1200 
=| which should give a casual |— 
player a challenging game. 


Context sensitive help and a rating handi- 
cap feature allow play by all skill levels. 


| cannot fault the chess engine in 
S3; it’s incredibly powerful. Howev- 
er, it's also incredibly slow on any- 
thing less than a 486/50. On our 
386, it took upwards of ten minutes 
per move-in the opening game. | 
have had of ing play 
to cont te ade- 
quate a istent 
fun. W al reciate 
chess f S ould be 
nice to se program that takes 
more than a glance at features 
other than powerful Al. S3 is 
aimed (especially at that price tag) 
at players who need a computer 
opponent who can beat a Cray; if 
you don’t need that power, you 
don’t need this game. -Kevin 


It’s a chess program! It’s a waste 
of money! It’s a chess program! It’s 
a waste of money! Hey, relax you 
two; it’s a chess program and a 
waste of money! This program 
harks back to the Stone Age of 
compute 
with aS 
of remin 
on Monty P 
“Lovely 
has got nothing to do with it; this is 
an ex-parrot!” Why, when there are 
half a dozen truly excellent chess 
programs on the market, would 
anybody pay this much money for 
this kind of software? Don’t bother 
to rush to the store to buy this; 
demand will be low. -Ted 


Okay, Socrates is a powerful 
chess program, but it’s also 
severely lacking in several areas. 
First of all, for a total chess novice 
like myself, there’s little or no on- 
line help. | am not a great chess 
ggested 
Anoth- 
to see 
easily 


difficu 
accessé rstand, 
which t have. 
Finally, the overall look and play of 
the game is drab. Great chess 
players will be awed by this 
engine. The other 99.5% of the 
population will wonder why it costs 
as much as the Civil War chess 
set from the Franklin Mint. -Steve 


CHINA a slan .t Mari rianas, | ulf, Iwo Tena and Okinawa. Now. you can 
Change the outcome of each battle and the entire war through your own 


successes and failures. Can you force an end to the war before the 
bomb is dropped on Hiroshima? 


e Fly the Wildcat, Corsair, Hellcat, Devastator, Dauntless, Avenger and Helldiver, enjoying 
the astounding realism of their fully instrumented cockpits. You'll do more than practice! 


* Hone your skills as you face relentless enemy pilots in Zeros, Kates, Vals, Bakas, Betties 
and more — so graphically detailed that you can even see enemy pilots and insignia. 


¢ Prove those skills in a stunning variety of missions — grueling dogfights over the Pacific, 
7 AIW A, dive-bombing runs against carriers and warships (including the Yamato!) and challenging 


rocket attacks on pillboxes, airfields and other ground installations. 


be roe 


RON Re ep 


a 


Actual screens may vary. 
A Stand-Alone Game 
Made in the USA 


amen Tien — BISMARCK 


©Copyright 1993, ORIGIN Systems, Inc. Pacific Sfrike is a trademare of ORIGIN Systems, inc. Origin and We create worlds are registened trademarks of ) 
ORIGIN Systems, Inc. Eleetronic Arts is’a registere@ trademark of Electronic ARS: WE W A RCH I PELAGO 
Available at a software retailer near you or call 1-800-245-4525 for MC/ Visa/ Discover orders. B RI T AIN &B que alnvi Ile S ( 
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Master of Orion 
by MicroProse 


Overall 9] A 


Rating: 
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2 Meg RAM, 
VGA, Hard Drive 
Sound Blaster and 
mpatibles, Roland 


One player 


For thousands 
of years, warriors 
have subjugated 
their neighbors in 
times of war. In 
all this time, a 
handful have 
risen above their peers to control 
land, resources and wealth. These 
emperors have bested foes both 
internal and external to overcome 
the most mighty opponent of all: His- 
tory. Their names are remembered 
for centuries: Napoleon. Alexander. 
Victoria. Caesar. 

Compared to your empire, howev- 
er, they ruled over cosmic dust. 


Money placed in technology will benefit you 
in the long run. 
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Create and manage a stellar economy, com- 
plete with trade, ecology and defense. 


Because in Master of Orion, the 
areas fought over are not mere prin- 
cipalities or minor countries. Your 
staging ground is the galaxy itself, 
and the stars are your cities. 

You'll start from a single planet, 
dictator of an entire species. Devel- 
op your resources quickly and well, 
because up to five other races are 
out there among the stars, gaining 
on you. Develop resources and 
design ships to spread your popula- 
tion among the stars. 

Once a toehold of colonies has 
been established, resources must 
go to shipyards in preparation for the 


Deal diplomatically with the other races. 
Should you placate, or demand tribute? 


construction of a mighty warfleet. the 
design of each ship, including its 
size, shielding, armor, engines, fuel 
Capacity, weapons and special 
devices. Mix these ship types, from 
small, cheaply-produced fighters, to 
bomb-carrying destroyers, to fleet- 
smashing dreadnoughts to form a 
battle fleet to defend your territories 
while invading your enemies. 

Not all alien races need be your 
enemies—at least, not all of the time. 
Once you’ve made contact with 
them, diplomats will begin cordial 
exchanges. Trade agreements are a 
possibility; you can even buy off a 
larger belligerent race until you have 
built (or rebuilt) a battle fleet. 


More travels with the diplomats 
than diplomatic pouches, however. 
Once relations have been estab- 
lished, espionage agents can begin 
worming their way into the enemy’s 
infrastructure. Spies can do as little 
as keep tabs on an ally’s technologi- 
cal advancement, or as much as 
steal choice technological secrets 
from an enemy, or use sabotage to 
lower his planetary defenses as your 
fleet moves in. 

As technology marches on, so do 
your fleets. You'll progress from 


Te 


fire individuall 
in turn-based tactical warfare. 


Ships in combat move and 


lasers to particle beams to photon 
torpedoes, and from minor shields 
and weak armor to lightning shields 
and neutronium armor. If your fleets 
fall behind in the technological race, 
you can lose a mighty fleet to a sin- 
gle enemy cruiser. 

Economics will begin taking up 
more and more of your time, as you 
dictate spending plans for all your 
planets. How much of the revenue 
will go towards technology, and how 
much to planetary defense? 
Remember, military application will 
not always be at the forefront of 
technological research. How much 
money should be devoted towards 
improving the environment (and thus 
population capacity) of your planets? 
How about spending money on con- 


ey q  bulrathi scientists Reveal) their Propo 


Develop over fifty levels of technology in six 
areas, either alone or with the help of allies. 


Assemble enough allies through fear or 
friendship, and be elected absolute ruler. 


struction, so as to build factories 
more cheaply? Should you select 
range or speed when developing 
propulsion systems for your 
engines? 

By now, you'll be in direct conflict 
with one or more enemies. After 
blowing away their puny fleets, bom- 
bard their planets and send in the 
troops. Here again, superior technol- 
ogy will win the day, as your troops 


Ground Gombat Ga Grysian 


tetetaetes 


§  Meklar Troops _ al Hlackonsifiroops® 


spina: tniciniitciciacen —s swith ie. pare sacrmmminn 


Battle on the surface of the planets as well 
in a bid to capture an enemy colony. 
decimate the enemy population and 
take over the colony for your own. 

Eventually, once enough of the 
galaxy has been colonized, all the 
races will convene in a council to 
elect a new Emperor of the Galaxy, 
with votes based upon population 
size. If you have made strong 
enough alliances, or, conversely, if 
you have depopulated the universe 
of your enemies, you may become 
the absolute ruler of the Galaxy. 


bd we a = bl | ee ee 


This view gives you an idea of what each 
planet, even your enemy’s, contains. 


Excellent. MOO is one of the best 
builders | have seen in a long time. 
It has the perfect mix of diplomacy, 
war, technology and economic 
mastery. | love a game of details, 
and this has plenty of them. The 
best part, however, is that none of 
these areas is central. Yo 
to master all of them to ¢ 
The diplomacy section wa 
thought out, especially since_y 
are likely to need a respite 
your enemies at times, and allies 
to help your cause. This section 
also subsumes espionage, which 
can be vital when behind in the 
technology race. Logistics and 
economics dominate play, but are 
amazingly easy to handle for those 


Want some space opera? Want 
some Risk with diplomacy added? 
Want some wargaming? Master of 
Orion has it all. The graphics are 
good, although there are few 
instances where movement comes 
into play. The interface is easy to 
understand, with tool butt 
out across the botto 
screen; menus are well- 
There is music for the game, 
is mere decoration and th e 
subtle (bravo). When | first started 
playing MOO, | figured that about 
two hours of play would be enough 
to give me a good idea of what it 
had to offer. When | finally pulled 
myself away from my PC sixteen 
hours later, | felt | finally under- 


Master of Orion has almost every- 
thing going for it not almost noth- 
ing to detract from an excellent 
game playing experience. It 
reminded me in many ways (all 
positive) of Civilization and Space- 
ward Ho!, and is a blend of the 
best parts of both of these g¢ 
The similarities to Spacewe 
are obvious; colonize new p 
in space and build them up, creat 
new ship types and blow awa 
your enemies. Money allocation is 
also similar in both games. What it 
has in common with Civilization is 
more subtle. The way technology 
increases, for instance, as well as 
the encounters with other races 
reminded me of my Civilization 


who don’t want to worry about 
every last credit. The technology is 
one of the most varied and fun 
parts of the game, with a truly 
enormous selection of advances 
that not only give you minor edges, 
but also can change the very fabric 
Strategy as well. The war 
ces are conducted with a 
board wargame feel, but 
e intensely interesting by the 
o design the exact specifi- 
cations of every ship in your fleet. 
If you like building games, con- 
quest games, or economic/military 
simulators, don’t miss this one. It 
can (and will) keep dedicated 
gamers at their computers for days 
on end. -Kevin 


Se 
V 


stood the meaning of the word 
“understatement.” This game could 
easily be called SimSpace. You 
need to form the right alliances 
while spying on your neighbors. 
You need to allocate people and 
resources in such a way as to give 
rself that technological edge 
t Robert Heinlein seemed to 
erstand so well. Colonization 
tors come into play as planetary 
ources stretch thin. And exactly 
where is Orion? Talk about scope 


and depth! The only thing | wanted. 


in this game was the ability to 
divert ships in transit at the outset 
of the game. MOO will occupy 
space on CGR’s hard drive for a 
while to come. -Ted 


encounters with Shaka, king of the 
Zulus. Empire building games tend 
to be one of my favorite genres of 
software, and l’ve always had a 
soft spot for anything in any media 
that pulls off believable science fic- 
tion. | enjoyed the military aspects 
game tremendously, as well 
espionage. The abilities of 
fferent races gives the game 
lasting playability. | enjoy the 
S ily increasing hectic pace of 
the game; it’s easy to get caught 
up in the building excitement. My 
only problem with the games is 
that there are only six save slots, 
and with three of us here, that 
means increased competition for 
those precious spaces. -Steve 
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There's more to games 
than a mouth that sort of 


moves or tinny sound. Now 
theres a new way to play PC ROM games to your PC 
games that's just like sitting [R bigger than life. 

In a theater controlling the (Rgeiwfeeress<-m Say adios to wimpy 


(janet 
seal coma 2 


= gm incredible add-in 
= board brings the 
next generation of CD- 


action with your joystick. a. graphics. 
It's ReelMagic™ the Herky-jerky 
new MPEG playback movement. 


adapter. Available only 


, Get the full-blown multimedia kit, or spring for D 0 Y Us SOUn d 
from sigma Designs. This 


just the board if you already have the rest of the gear. A a q D h On V 


Eee meu Ceo 


i 
bi 


ris tilobyte 


entertainment 


zm ACC. INCORPORATED 


Dscover the new generation of ReelMagic games from these manufacturers, and look jor more exciting titles coming soon. 


ReelMagic 


, Why settle for a mere 
| 256 colors, offered by current PC games, when 

= ReellVlagic gives you theater-quality graphics 
me with over 32,000? 


scenarios.ReelMagic 
pumps up the reality 
meter so you can crank 
up the fantasy. 

We ve also included 
Activisions Aeturn to Zork to 
experience the excitement 


em Of full motion 
93 | 
== {ts not real unless 


ReelMagicAdapier |t'S ReelMagic. Call 
1-800-845-8086 ext. 310 for a 
dealer demo near you. Or you can 
stick with real ordinary. Oh joy! 


Only ReellVlagic Makes It Real. = BeSians 


© 1993 Sigma Designs, Inc. The Sigma Designs logo is a registered trademark and Ree elMagic ark of Sigma Designs, Inc. All other brand narks or registered trademarks of their respective holders 


Get 16-bit 
| CD-quality sound that plays Sound Blaster™ 
3 and Windows” compatible software. The 8-bit 
==) audio you re used to just doesn't compare. 


ReellViagic-compatible 
ames run at 30 frames-per-second, 
RUE full-motion, so you avoid jerky, 
locky Images. 


Now you 

can get theater-quality video in a 

ull-screen image for a realistic, 
movie-like experience. 
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Fantasy Empires 


by SSI 
Overall 


Rating: 714° 0 
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Originality 
Playability 
Intelligence 
Graphics 


Requirements: 


Sound Support: Sound Blaster, Ad Lib 
Mouse/Keyboard 

PC and compatibles 
Silicon Knights 
Electronic Arts 
$59.95 

15 Meg 

1-5 players 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 


Fantasy Empires represents a 
world-shaping contest between the 
player and up to four computer 
opponents, a game of war and con- 
quest across the D&D game world of 
Mystra. Players may choose 
between historical battle simulations 
and full campaigns. In the battle sim- 
ulations, a player may leap into a 
fully set up position as defined by 
the history of Mystra, and thus play 
a game without the necessities of 
initial constructions. Conversely, if a 
campaign is chosen, a player will 
create a character to play through a 
series of battles, starting from one 
principality. Play itself is a mixture of 
economic prudence and economic 
strategy. Players will build several 
different kinds of buildings in order 
to produce both regular army types 
and heroes; these heroes may be 
sent on quests to gain experience 
and powerful magic items or allowed 
to lead troops into battle. Battles can 
then be fought in real-time arcade 
sequences. The Dungeon Master 
himself watches your play, adding 
hints and comments. 
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Form units from several different indigenous 
peoples, including mages, orcs and elves. 


i Yona ym 1 


Pires coment ovat TR ccna, Cmmane secmmepecaesie aaa sssecscresre, Yacsesee ta 


Build structures to further your goal of con- 
quest and strengthen logistic lines. 


Battle in real-time arcade sequences, order- 
ing troops and heroes alike. 


ii 


is. = ae 


Heroes are an important part of your forces, 
both leading troops and joining quests. 


ai ey has tae 
niteeliseriites ‘voted ussite fater. setae berets * 


Powerful magical items will aid your troops 
in battle or increase your knowledge. 


| was a bit disappointed with FE. 
While it looks like a good conquest 
game on the surface, there’s not 
much here other than appearance. 
You send your faceless heroes on 
unseen quests and hope. They 
die, or theyillonin gsbackea magic 
item. What this game tacks is a 
real dedication to the@game world. 
There ar@ tewitraop typ@Spia dozen 
or so spells and a handiul of magic 
items. The arcade combat is a 
bust-have the computer play all 
combats. The siege engines are a 
good addition, however. The eco- 
nomic controls are simple at best. 
Take this idea back to the work- 
shop; it needs more depth and a 
bit more style. -Kevin 


Fantasy Empires: a nice idea gone 
awry. This game is definitely 
engaging, and the idea behind it is 
solid (Want a fantasy war game? 
‘Course ya do!). However, role 
players will scream in high pitched 
shrieking gpithiets whenwthey real- 
ize that their’ heroes Gag Only carry 
one item at @ time, ana any items 
they ar@é Carrying when ‘they come 
across Something better Cannot be 
stored or traded. This is not a fea- 
ture, it’s an oversight (not to men- 
tion a travesty)! Otherwise, l’d 
have to say this a pretty good 
game; but, wow, that is one seri- 
ous shortcoming. If SSI would 
bring out a patch for this error, I'd 
be happy to re-review it. -Ted 


| thought when Cyber Empires was 
released it was a great piece of 
software, so | figured Fantasy 
Empires would correct the prob- 
lems of CE and put the game ina 
cool fantasy setting. Nope. True, 
the cool famtasyesettiag is there, 
but this tee has="problems CE 
didn’t. The biggest fault of this 
game is in thé €ontral on the battle 
screen, whi¢@ Was th@ Dest part of 
CE. Here, €verything Nappens so 
quickly that by the time you turn 
your guy around to attack the ram- 
paging orc or whatever, they've 
already dusted half your men. Bat- 
tle results aren't realistic, either. 
The empire building is good, but 
that makes ithalfa game. -Steve 


A 


FLIGHTSTICK PRO puts a whole new level of lethal accuracy and control in the palm o 
your hand. You sense the enemy. Click, click, click the stick... all clear behind and to the 
right — there, left front! You throttle down, activate radar, lock onto your target. Two 
enemy planes eat your cannon fire as you blast a missile toward the bridge ahead. Done. 
Full thrust, ease up and right, and you're clear of the explosive chaos below. And your 


hand never left the stick. Flightstick P ” 
the newest and best jet stick on the market FI, | ( /§ ] | [ ; p : ( 
PRODUCTS — it blows everything else out of the sk 


CH Products + 970 Park Center Drive + Vista, Ca 92083 - 619-598-2518 


3 


Bram Stoker’s Dracula 
by Psygnosis 


Graphics 
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Playability 
Intelligence 


GAME SPECS: 
Requirements: 1 Meg RAM, 
Mouse, VGA 
Sound Blaster and 
compatibles 
Mouse 
PC and compatibles 
Psygnosis 
Psygnosis 
$59.99 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 


No. of Players: One player 


The terrifying trials of Jonathan 
Harker have not yet come to an end. 
The hunt for the world’s oldest and 
most powerful vampire, Count Drac- 
ula, has finally arrived at its climax— 
but much fighting remains. To save 
to soul of his beloved Mina, Harker 
must eradicate all traces of the mon- 
ster’s evil. Dracula has scattered 
coffins filled with defiled earth 
through over a dozen levels of 
labyrinths and warrens. These 
coffins are both havens of rest for 
the vampire and portals to a fouler 
realm, allowing creatures to enter 
our world. Harker must destroy all 
these coffins and force the Count to 
a showdown. Armed only with a 
knife, a revolver filled with silver bul- 
lets, and a steel will, Harker must 
enter the domain of darkness itself, 
confront the evil, and destroy it for 
all eternity. Unfortunately, Castle 
Dracula is home to an unending 
supply of ghouls, zombies, were- 
wolves and worse. Bram Stoker's 
Dracula captures the horror of Hark- 
er’s quest in smoothly scrolling first- 
person 3-D perspective. 
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Dare you enter the fetid lair of history’s 
most cruel and evil tyrant? 
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Hordes of shambling undead block Harker’s 


path into the depths. 
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Harker must hound the Count through 
cemeteries, abbeys, and dungeons. 
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Harker’s path is not always clear; doors, 
portculli and traps await discovery. 
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Only by eliminating all of Dracula’s foul 
coffins can he be forced to appear. 


lf you are interested in a 3-D, first- 
person perspective shooter that 
combines maze running with 
shooting hordes of faceless ene- 
mies, coupled with picking up vital 
color-coded keys as well as food 
and ammo justlyingwamowod on the 
floor, youdlMave “alrea@ay played 
the other Games in taiS Style. Stick 
with theme theyre bett@r@h, BSD 
has nice Qraphics Vand Sound, and 
even moves fairly nicely on a 386, 
but the whole concept (which real- 
ly has little of the flavor of the 
novel Dracula at all) quickly pales 
after a while. There are secret pas- 
sages, keys, gates, etc. for maze 
freaks, but it’s all fairly mindless in 
the end. -Kevin 


Bram Stoker is spinning in his 
grave at about 3200 rpm. This 
game rightly should have used 
only Bram Stoker’s initials in its 
title. While playing this game, | had 
to continually ask myself two basic 
questions: ajpwhatwaimml looking 
at? 2) Why am | playing this? The 
fun factof TOF This, ganaé Talls some- 
where between Watening paint dry 
and changing my aiece’s diaper. lf 
you are expecting a sort of Gothic 
Wolfenstein, you'll be sadly disap- 
pointed. The graphics are grainy, 
and movement is slow (John Hark- 
er likes to stroll casually through 
the dungeons, apparently). The 
only high point to this game is the 
sound, which is quite good. -Ted 


Well, Dracula of a sort makes its 
way on to the PC, but despite the 
name, this game has about as 
much to do with Bram Stoker's 
novel as the PC does. In a word, 
nothing. While the atmosphere 
(graveyard e=scary castle, impaled 
bodies) captttres thé meed, noth- 
ing else doeSMkarker Shouldn't be 
walking around) Castlé Dracula 
plugging Skelétonswwith @ pistol. It 
makes no sense. Offer than that, | 
found the control scheme a bit 
clunky and not very rewarding. 
While the action is pretty decent, 
the overall game left me feeling 
flat. If you don’t care about accura- 
cy, it’s good. If you love Dracula, 
it’s a pain in the neck. -Steve 


SOUND. 


People are talking about PC sound ¢ SCSI — Compatible with more industry 
cards. And Pro AudioSpectrum”™ 16 is standard CD-ROM drives than any 
the one they’re talking about. It’s the other card. 


top-selling 16-bit PC sound card, for a 


; e Stereo Music Synthesizer — Built with 
lot of good reasons: 


the industry 


¢ The Industry Choice — You'll be in standard Yamaha 
ereat company. Pro AudioSpectrum 16 stereo synthesizer 
is selected by more original equipment with 20 voices. 


manufacturers, such as Sony, 
NEC, Philips, Compaq and 

’ IBM, than anyone else. And the 
critics love it, too. 


: e 16-bit, 44.1kHz, Audio CD- 
* Quality Sound — The industry 

standard in high-fidelity digital audio. 

Pioneered by Media Vision for your PC. 


¢ 100% Compatibility 
Sound Blaster, Adlib;) Windows 
3.1;5° MPC We could go on, but you get 
the picture. 


e It’s a Great Value — You get all this and 
more for a price that makes all other 
sound cards a blast from the past. 


VICE. 


. “It’s the best all-around sound board “The PAS 16 is currently the best CONNMPUTE 
a « you can add to your system, and it deal available in a 16-bit card.” ORE 
HOIGE creates a standard to which both D. English, Compute, Jan.’93 pre avatespecrum 16 
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roasesecnn® SOftware and rival boards will aspire.” 
Most Valuable Peripheral Award, 
PC/Computing , Dec. ’92 


“This is the best PC sound board...” 
T. Yager, Byte, Dec. ’92 W. S. Mossberg, 


a “00 ‘ ( a 

‘..one of the best all-around, affordable Wall Street fournal, Oct. 92 
multimedia sound boards.” “Those looking to add high- 
T. Carlton, PC Games, Mar. ’93 fidelity sound to their multi- 


; 1edia presentation 
“For my money, the PAS16 is media p esentations should be 
oe pleased with this board’s 
the best deal going. 


®. Lanristen capabilities.” 
> Jil, : ' _ 3 
Fe de World. Nov. xey) I Quain, PC Magazine, = ih 
Sept. "QO? i.e *— 


-@— wien J 


‘...Media Vision has done well with its 

Pro AudioSpectrum line, which is 
compatible with Sound Blaster, but 
I think is even better.” 


= 
= 
@ 
© 


ot  @ 
9. PC finns 
Multimedia PC WiNbows MEDIA VISION 


COMPATIBLE 


Call 1-800-845-5870 for information or a dealer near you. © Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. (510) 770-8600. 
Pro AudioSpectrum 16 is a trademark of Media Vision, Inc. Any other trademarks or registered trademarks are owned by their respective holders. 
Product specifications, price and software bundle subject to change without note. 


Hired Guns 
by Psygnosis 


Overall 73% 


Rating: 
Boog Ge 


CGR Game Ratings 


Graphics 
Sound 
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Playability 
Intelligence 


No. of Players: 1-4 players 


Rorian Deevergh was a desperate 
man, a leader of a group of even 
more desperate people. All of them 
were hunted by the law—and in a 
society where all transactions are 
logged by the central authorities, the 
life of a hard-edged mercenary is 
often the only escape. Payment in 
rare metals, no questions asked, 
became their lives. This mission was 
just another way of paying the bills, 
wasn't it? The political implications 
were glossed over; Rorian and his 
team didn’t care about politics. So 
what if the destination—a backwater 
planet named Graveyard in the 
Luyten system-rang a sour note in 
his head? So did most places these 
days. Hired Guns is a game in which 
up to four players take command of 
members of Rorian’s mercenary 
squad and cleanse Graveyard of 
genetic experiments gone wrong. 
Use high technology and psionics in 
a fast-paced strategic action game, 
selecting individual mercenaries 
from the squad and teaming them in 
terror-filled missions, with death 
waiting just around the corner. 
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FOLA45D New Europe 
Desverger 

pMale Human, 42 years 
pfreelance assassn 


Select your squad from a pool of twelve 
highly trained mercenaries. 


"Animal Enclosure" 
"Reactor" 
"Penttentiary" 
"Staying Alive" 


Next List 


Shorter missions can be selected from a 
varied list. 


One mercenary is down as the rest battle in 
close quarters against robotic sentries. 


Every player has access to scanners and 
Statistics without altering the main screen. 


Ma iG S755" ALT C021" sam 
] LOG ENTRY IZ. Draprone 
i Mi THREAT 
a. KEX AREA COPPROTESEO sues 


In campaign missions, various hot spots will 
spring up around the world. 


The storyline and manual support 
behind HG is some of the best that 
| have seen in recent months. Of 
course, most of it isn’t that ger- 
mane to game play, but at least it’s 
there to support the world of this 
mission-basedesootermmlhe 3-D 
first-person perspective’ is sharp, 
and controlling all four mercs as 
one player Wasn't ag difficult as I’d 
feared. Aftéfa few false starts, | 
was Off and running through some 
nice training sessions as well as a 
series of interesting missions. HG 
is a solid, if not brilliant, game; 
though it pretends to military tacti- | 
Cal situations, it’s really a complex 
Castle Wolfenstein with more guns 
and four players. -Kevin 


This four-player game is a very 
good idea that is (unfortunately) 
designed for a system that has 
enough input jacks for four play- 
ers. Consequently, only those with 
Amiga systems will ever get the 
full benefit{Gitthisagame, On the 
other hand, if Was enjoyable (if a 
little confusing at first)as a one 
player game; So maybe we can 
expect it out Tor the PC. Graphics 
are decent, but for those of you 
with no hard drive on your Amiga, 
Swapping diskettes will quickly 
become a drag. If you are still 
using an Amiga, you may want this 
game. However, if you’re still using 
an Amiga, maybe its time to 
upgrade to a PC. -Ted 


The Amiga was designed for 
games like Hired Guns where you 
basically shoot everything that isn’t 
your teammate. The problems with 
this game stem from the troubles 
with most games in which you con- 
trol multiple.characterSeWhile one 
of them@is"gunning down critters, | 
the other thrée stand around help- 
lessly, or at least without the bene- 
fit of human contOlemihis’ is not a 
problem when more"tfan one per- 
son plays. | object to having four 
trained mercenaries pop into a hot 
LZ without weapons armed, too. 
The docs are very well prepared 
and the story is intriguing, but | 
found the game play to be unre- 
warding when played solo. -Steve 


For use with IBM® PCs 
and compatibles 


> 


WWW 


Gives you better Gives you eas y Faster movement for 
diagonal control _ Circular control 


No more blisters or 
higher scores “numb thumb” 


Extensively consumer-tested with game 
players, software developers and computer — 
game reviewers, the Triax Turbo Touch 360 

controller brings a new dimension of control 
and comfort to computer ein High 
lt s a breakthrough. product, ; 


iit! the benefit of higher _ 


“thumb fatigue.” Just pass your thumb or 
index finger over the control sensor—you don’t 
have to push down. And, thanks to better 
. i and circular (360°) control, the newest 
and most challenging games are easier to 
. - control and more fun to play. 
The Turbo Touch 360 is the 
sce product at the right time. 
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Firefall Arcade 
by Inline Software 


Originality 
Playability 
Intelligence 
Graphics 


| GAME SPECS: 
Requirements: Mac LC or higher, hard 
drive, 256 colors, 3MB RAM 


Sound Support: None 


Keyboard/Mouse 
Macintosh 

Inline Software 
Inline Software 
$29.95 

3.5 Meg 

One player 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


This could be your last mission. 
You’re on a routine fly-through of 
your patrol tunnel, slipping past the 
many barriers, when suddenly a 
ferocious (not to mention deadly) 
fireworm appears. You slam down 
on the trigger, blasting apart those 
barriers immediately in your path, 
trying to home in on the fireworm. 
Weapon powerups lie hidden in the 
barriers you’ve just incinerated; you 
grab them to boost your firepower 
output. Training all your weapons on 
the fireworm, which has by now 
spotted you, you kick in the thrust 
and bear down. The fireworm 
explodes in a dizzying array of fire- 
works! But now you've got an even 
bigger problem: that single fireworm 
has turned into a infestation of 
smaller fireworms. Only by targeting 
each individual section can you 
hope to rid your patrol tunnel of the 
nefarious beast. But as soon as 
you’re done blasting away all the 
segments of one, you have to tackle 
another! Firefall tests your skills with 
nine separate levels and bonus 
rounds. 
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Hidden power-ups, barriers, and the terrible 


fireworms await your presence. 


The enhanced game offers more animation 
and sound. 


The attacking fireworm creature must be 
stopped before it reaches the bottom. 


yo 


In the bonus rounds, clear an entire wave to 
score 10,000 extra points. 


The power-ups will make your ship more 
able to deliver destruction. 


| have a soft spot in my heart for 
shooters, and this is not exception. 
Firefall is a pretty blatant remake 
of Centipede, but it improves the 
game play in several different 
ways: more enemies, power-ups, 
etc. Partioulaniyy niceiismine bonus 
stages 6vety few levels in which 
random shapes circlésabGVe you in 
Galaga-esgue patterns; The sound 
and graphies are \Strong, as they 
should be in a mindless shooter. 
Control leaves a bit to be desired, 
since inertia plays a part in your 
ship’s motion, making accurate 
shooting difficult without practice. 
Firefall is a good “every so often” 
game, to be picked up and played | 
with relative infrequency. -Kevin 


Omigosh, it’s Tetris wrapped in 
Arkanoid inside Centipede. And it’s 
coming to a Mac near you! This lit- 
tle arcade style game is a pleasant 
way to pass the next five minutes 
while you wait for the business day 
to end. URI6SSiy6 ur Jifeyexpectancy 
is only an NOU or SOY though, this 
game will m@Wer Aur jinto an all- 
consuming passion. Fhave to 
admit the/@faphics ar@ pretty, and 
the sounds and music are good. If 
you own a good Mac, and you 
pumped quarters into Centipede | 
(the arcade version), this game 
would be a good addition to your 
software library; otherwise, there 
are better things to spend your 
money on. -Ted 


| can’t admit to ever liking Cen- 
tipoede in the arcade, and Firefall is 
really just a futuristic Centipede 
with flashier graphics and tasty 
tunes. However, the game play 
here is pretty good with the key- 
board, Sime@emy aversion to Cen- 
tinede was"mainly the trackball. It’s 
nothing more thanwa mindless 
shoot-’em=up games bat some- 
times thoge are funy hmeaily like the 
cursor or the main sefeen as well 
as the intro music. The bonus 
rounds are also fun. It’s not any- 
thing that you haven't seen before, 
even if you're pretty new to gam- 
ing, but it’s a decent version of 
standard fare. This will hang 
around on our Mac. -Steve 


a7 Rane JACK ~ aE EAL. 
pinks SEALE tad AFAR Rin? 
wld dete a el SaaS daddtldel. 


Meet Jack Ladd, a jack of all 
trades, most of them illegal. Jack's 
In big trouble. You see this is the 
future and now the IRS has the 
right to use deadly force to col- 
lect taxes. Guess what Jack, 
the tax man commeth, and 
theyre looking for the gazillion 
bucks you owe them. Now 
you have only 28 days to 
get them the money, how 
you do it is up to you. 
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Join Jack as he cons and 
coerces his way through 
the backstreets and 
alleys on the seedy 
side of the galaxy. 
Eight-way scrolling, 
full perspective scal- 
ing and Hypertext- 
style interaction 
give this game a 
colorful and realistic 
edge. This unusual 
adventure captures 
your Imagination and 
thrusts you right into 
the heart of Jack 
Ladd's bizarre world. 


Lonrr 
\Furee 


Se nn Psygnosis 
, Tote h 675 Massachusetts Ave. 

Cambridge, MA 02139 
(617) 497-7794 


Innocent is available on IBM compatible and Amiga formats. 


Companions of Xanth 
by Legend 


89% 
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Overall 
Rating 


CGR Game Ratings 
Originality lll 


Playability 
Intelligence 
Graphics _. 


Requirements: Hard driva, 640K RAM 
Microsoft mouse 
Sound Blaster, Ad Lib, 
Roland 


Mouse 


Sound Support: 


Controller: 
Available for: 
Designed by:: 
Distributed by: 
Retail Price: 


Accolade 
$59.95 


Hard Drive Space: 7 Meg 


No. of Players: One player 


Choose your Companion well, for 
you are about to venture into the 
world of Xanth. That most colossal 
creation from the vivid mind of Piers 
Anthony (author of Anthology, Bio of 
an Ogre, the Tarot series, etc.) is 
yours for the exploring in Compan- 
ions of Xanth. Shoe trees, ice 
scream, Lake Ogre-Chobee, tangle 
trees and other deliciously bad puns 
abound in the land of Xanth. 

The demons X(A/N)th and 
E(A/R)th have made a wager: two 
Mundanes will enter Xanth, each 
attempting to claim the Prize. If 
E(A/R)th’s champion gets the Prize 
first, the demon X(A/N)th must yield 


ae ae a i Sa A: 


Beware your computer: it may be in league 
with the malevolent Com-Pewter. 
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. ou open the icebox ond discover some mustord, a 
sandwich ond ao heart-shaped box. 


Don’t hesitate to grab some Mundane 
things with you before you leave. 

to the demon E(A/R)th in some mat- 
ter, the details of which are impor- 
tant only to them (but where the 
demon E(A/R)th is concerned, you 
can just bet it would spell trouble for 
Xanth!). If X(A/N)th’s champion 
wins, E(A/R)th will be forced to yield 
in the matter. 

The two champions are Kim and 
Dug. Kim will play to help E(A/R)th 
win the wager; she is at a slight 
advantage because she believes 
fully in magic, whereas your charac- 
ter, Dug, cannot suspend his disbe- 
lief as readily. Therefore, you are 
hampered by your shape (that of a 


With Grundy’s aid, select the best Compan- 
ion to help you through Xanth. 


computer screen) in Xanth. Only 
when you believe in Xanth can you 
hope to become something other. 
Your choice of Companion is 
important. Jenny Elf and her cat 
Sammy make formidable Compan- 
ions. Jenny’s talent is to sing 
dreams into reality, including day- 
dreams. Sammy’s talent is to find 
things, whether they are tangible or 
merely conceptual. Che Centaur is a 
young male centaur capable of mak- 
ing things lighter by flicking them 
with his tail; he also is stunningly 
intelligent and logical (sort of like 
crossing Mr. Spock with Mr. Ed). 
Nada Naga is a princess whose nat- 
ural form is that of a giant serpent 


and whose talent is the ability to 
change her form to that of a human 
female. The fourth choice of Com- 
panion is the Demoness Metria, 
who, since she is a demon, Is 
already pure magic. She constantly 
seeks amusement through mischief 
and is easily bored. Her vocabulary 
is fraught with malapropisms, but 
her mind contains a thesaurus capa- 
ble of producing a/most the word 
she is looking for (although she 
occasionally manages to come up 
with the right word). Choose well. 


Matias Ree At oli LO at Deaiicaacag 
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The Com-Pendium of Xanth holds even more 
knowledge than your Companion. 


You will also have the aid of the 
Com-Pendium of Xanth (no doubt 
com-piled by the dread Com- 
Pewter), a book which contains 
much information on the flora, fauna, 
and magicality of Xanth. If you are 
not familiar with the Xanth series, 
you will need to refer to the Com- 
Pendium frequently. Items you can 
look up include Blue Agony Moss, . 
Cumulo Fracto Nimbus, Jonathan 
the Zombie Master, the Adult Con- 
spiracy, and Castle Roogna, to 
name just a few. 

Legend has put quite a bit of work 
into its game interface. It is now a 
full-screen graphic with a point-and- 
click feel. No longer do you have to 
type in what you want your character 
to do; the interface will now present 


Could this doorway lead to a Dragon on a 
Pedestal? 


Meet dozens of NPCs along the way, some 
with helpful advice and others without. 

you with all your options. In addition, 
it is a “smart” interface; objects 
which you have already used are no 
longer manipulable (although you 
can still look at and talk to them). 
One of the nicest things about this 
interface is its “obvious choice” fac- 
tor: although the interactions you 
can perform with an object are dis- 
played along the left-hand edge of 
the screen after you click on the 


Adventure pervades Xanth-who knows 
where you'll have to travel to? 

object, the main screen offers you 
the obvious choice. For example, 
even though you can smell, put, 
open, close, or talk to the butter- 
cups, the main screen offers you the 
option to take the buttercups. This 
makes game play much faster than 
previous Legend games, although 
hard-core text adventurers will prob- 
ably be disappointed (Wake up! This 
is the 90’s!). Legend scores big with 
the license to Xanth. 


Explore dozens of locations with hundreds 
of objects, keeping an eye on your score. 


Companions is a huge adventure 
game that reminds me of the days 
when adventure games placed 
more emphasis on puzzles than 
nifty graphics. Though I’m not a 
big Xanth fan, I’m familiar enough 
with that series to know how well 
this game holds true to 
world. Xanth fans will not 
pointed-—it’s all here, from 
to tangle trees to the Adult 
spiracy. Xanth also contin e 
tradition of good adventure games 
from Legend, and its interface will 
be somewhat familiar to those who 
have played adventures before. 
While this adventure does fall into 
the same old patterns that |’m get- 
ting jaded on (pick up everything 


Companions of Xanth is thorough- 
ly enjoyable, even if you think puns 
are the work of Satan’s minions. 
l’ve enjoyed almost all of Piers 
Anthony’s books and stories (the 
exceptions are few and far 
between), the Xanth series in par- 
ticular. When | waded i 
game (having first acquir 
of waders), | found myself 
mesmerized. The grap 
good and the musical 
pleasant; the point-and-click inter- 
face is an excellent departure from 
Legend’s former keyboard surfing 
style. One feature | thought was 
extremely Anthonesque was the 
choice of Companion. Make the 
wrong choice, and you'll soon get 


| have never been a huge fan of 
Piers Anthony, but | do love truly 
awful puns. Xanth supplies them in 
no small quantity. | expected the 
new interface from Legend, but | 
didn’t expect that it would be this 
refined on the first try. It’s really a 
Snap to use and was only 
ing to me on occasion be 
messed up. In other word 
only problems caused w 
shortcomings and not that 
software. Anyone who’s played 
one of Bob Bates’ masterpiece 
games is well aware that in spite of 
the nice graphics and pretty music, 
these are story-based games. 
Xanth is absolutely no different: 
the story is original, engaging and 


you see, talk to everyone you 
meet), it does so with solidity and 
no loose ends. In fact, I’m some- 
what surprised at how long you 
have to carry some of the objects 
until you need them. My only major 
complaint with the game is the fact 
e isn't really a choice of 


Horrific attempts at puns litter the 


game frequently, but that’s genre 
for Xanth, so | really can’t com- 
plain, although Legend’s street- 
wise sense of humor often seems 
at odds with the Xanthan material. 
It's worth a look. -Kevin 


the point. The puzzles are mostly 
challenging; you can only ask your 
Companion for help on the incredi- 
bly simple ones (and what’s the 
use in that?). Another aspect of 
the game is your ability to talk to 
everyone and everything. Talk to a 
d you're likely to be sere- 
with songs of love; some- 
u'll just be mumbling inco- 
to yourself. The game is 
on the Xanth book Demons 
on’t Dream, and thus you 
shouldn’t expect the entire Xanthi- 
an universe in the game. However, 
there was certainly more than 
enough for me, and | think that 
should be enough for 99% of the 
Xanthian populous. -Ted 


loads of fun. One thing | found 
interesting was that several of the 
puzzles could be solved simply by 
waiting them out. Act too quickly, 
and you're liable to end up in trou- 
ble. The addition of a companion 
(hence the name of the game) was 
nd while in places, your 
nion will hand you the 
rs you need, at other times, 
ave to figure them out for 
elf with little or no input. Save 
often, since you can’t always trust 
what you see or hear. In a world 
populated by puns, that should be 
a given. It’s not as funny as Eric 
the Unready, but it is equally as 
entertaining. This is worth playing 
through to the end. -Steve 
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“Edgy animation! — "©. 4 b 
Twisted humor! ; 
Full ‘screen  oiconiist cee N 
Easy, pop-up verb ‘and ficlos consl== ee 


Roadside attractions f Your parents. refused: ye stop atl 


Join Freelance Police, Sam (don’t callhim a cartoon deg) and 
Max (a hyperkinetic, rabbity thing) as they pursue a runaway \ 
carnival Bigfoot across America’s quirky underbelly. 


Based on Steve Purcell’s unconventional cult comic books, Sam & 
Max will take you on an irreverent road trip adventure that will put 
hair on your back. Collide with tacky tourist traps and intimidate 
their bizarre denizens. 


Tune up'the car, water the cat and make a 
half-crazed beeline to your nearest retailer 
for Sam & Max Hit the Road™. Don’t forget 


-to bring lean underwear! 


I CAN’T THINK OF 
ANYTHING MORE 
RELAXING THAN 
BEING LOCKED INA 
MOVING CAR WITH A 
DELUSIONAL PSYCHOTIC 
LIKE YOURSELF, 
LITTLE PAL! 


a 


REALLY SWEET, 
SAM. I MAY WEEP 


AVAILABLE FOR THE IBM PC. COMING SOON FOR THE IBM CD ROM. 7 


sArts is a trademark of LucasArts Entertainment Company. The 


Business Machines 


Sam & Max Hit the Road™ and ©1993 LucasArts Entertainment Company. All Rights Reserved. Used under Authorization. Sam & Max is a trademark of Steve Purcell. Luc 
LucasArts logo is a registered service mark of LucasArts Entertainment Company. IBM is a registered trademark of Internationa 


AVAILABLE FOR THE IBM PC AND COMPATIBLES. VISIT YOUR RETAILER OR CALL 1-800-STARWARS 


Valkyrie 


by Gametek 


Overall 83% 


@ 
Rating: 
Gl 20 


CGR Game Ratings 


Originality 
Playability | 


GAME SPECS: 
Requirements: 256 color, 4 Meg RAM, 
68020 or later 
Sound Support: N/A 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 


Keyboard, Mouse 
Macintosh 
Gametek 
Gametek 

$39.95 


No. of Players: One player 


Prepare to strap yourself into a 
helicopter simulator that dares to be 
simple: Valkyrie. Execute air-to-air 
and ground attack missions, blowing 
enemy helicopters out of the sky as 
you wreak havoc on ground installa- 
tions. Your helicopter comes 
equipped with forward tracking 
machine guns and 38 side pod 
mounted air-to-ground missiles. The 
machine gun can be aimed at any 
point visible to the pilot during nor- 
mal flight operations, allowing for 
strafing as well as pinpoint fire. The 
helicopter can attain 178 miles per 
hour, with an operational ceiling of 
12,000 feet; its control system is 
simple, with the pilot issuing a 
request for hover, axis spin or alti- 
tude change, which is immediately 
accomplished by the main rotor 
computers. All missions are intense, 
since the helicopter carries only 15 
minutes of fuel. Begin flying with 
training missions at low risk, and 
advance throughout several mis- 
sions gaining confidence and profi- 
ciency. Missions can be attempted 
in any order, and replayed freely. 
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Helicopter dogfights are quick and brutal, 
and there’s no bailing out. 
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Devastate the enemy forces with machine 
guns or missiles. 
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Unlike trucks, enemy tanks can and will fire 
back. They must be killed quickly. 


Rank: W.0. Candidate 


Service Hours: 00:01 


and progress to higher ranks and kills. 


What a concept—a helicopter simu- | 
lator that is easy to fly. Load this | 
up, and you're ready to go, just | 
using the number pad and the | 
mouse. No rudders, no wind | 
shear. Of course, the realism suf- | 
fers, D doesn't. | 
Valkyri play. The | 
mission 
allowin 
feel like 
training mission and do major 
property damage. This is not a | 
game to get immersed in; this is a 
game to pull up whenever you 
need a break and need to see mis- 
siles impacting on something. 
Valkyrie is brilliantly simple, and 
therein lies its excellence. -Kevin 


Valkyrie is a quick and dirty heli- | 
copter sim for the Mac, and in that 
light accomplishes its job with 
aplomb. If you go in for true heli- 
copter simulation, though, you'll be 
disappointed. The graphics are | 
Strictly Ii a lling is a 
bit chop u ound is 
good (w O t with a 
Mac?). e is taining, | 
but not tretch of | 
the imagination. I'll give extra | 
points for the ability to shoot at 
whatever you want, including your 
own base and chase helicopters. 
The missile cam is also excellent, 
and | like the ability to play back 
mission kills from many different 
viewpoints. -Ted 


Okay, while helicopter sims aren’t 
normally my bag, Valkyrie scores 
big points for its unpretentiousness 
and its simplicity. It’s a lock-’n’- 
load program; not much time is 
needed with the manual and game 


play is | True sim 
junkies pointed 
since the strong 
on realis doesn’t 
pretend t f a shoot- | 
er than hing, as such, it 


does a pretty good job. | love | 
watching the trucks burst into 
flames, and dropping other chop- 
pers is great. | found the missiles 
hard to use, but the guns are more 
fun anyway. Not tremendous, but | 
still entertaining. -Steve 


Windows Classic Fun Pack 


by Impressions 


Overall 71 Ao 


Kating: 


Ooo age 


CGR Game Ratings 


Manual 
Sound 


Originality a 


Playability 
Intelligence 
Graphics 


GAME SPECS: 


Requirements: Windows, 386 or better 


Sound Support: Sound Blaster 
Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


Mouse 
PC and compatibles 


One player 


The Windows ClassicFunpack is a 
collection of some of the oldest 
mindteasers known. Challenge your 
wits against Codebreaker in a test 
against time trials as you determine 
which combination of five colored 
marbles the computer is concealing. 
lf that seems too easy, try a round in 
which the computer can use more 
than one marble of the same color. 
Or, test your planning skills against 
Peg Solitaire, where one peg must 
stand alone from a field of many. 
Remove pegs by leaping one over 
another, while not stranding a peg. 
Peg Solitaire can be played on one 
of two classic boards with many dif- 
ferent peg looks, including a “frogs 
on lily pads” style. Wordsearch plays 
the old classic game of discovering 
words amidst jumbles of letters, 
scattered horizontally, vertically or 
diagonally, either backwards or for- 
wards. Or, reform a fragmented puz- 
zle in a familiar sliding fashion with 
the sliding puzzles. Choose from 
three difficulty levels in size of 
pieces; then attempt to restore the 
picture to its original appearance. 
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Test your powers of deduction as you try to 
guess the correct order in Codebreaker. 
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Reform the picture by sliding blocks into 
place in this classic puzzle contest. 


if 
oe PON ee as etka tat sein sh ha ate Oe eT 


Remember this classic? To win, you must 
leave only one peg on the board. 


inpressinns Classic Fun-Pak ad ~ | 
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A different layout and your choice of pegs 
also await you in Peg Solitaire. 


bnpressions Classic Fun-Pek 
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BITMAP 
REFORMAT 
MEGABYTE 
PROCESSOR 
HEXIDE CIMAL 
BINARY 
MEMORY 


MULTITASK 
DRIVER 
WORKSTATION 
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Find all the words hidden in the diagram to 
make it through the word searches. 


For those of you who feel the need 
to have simple games and puzzles 
available for Windows use, this is 
a decent pack. In other words, if 
you're a big Minesweeper fan, you 
might like these games. Make no 


of word 
> need to 
have a wordsearch On your com- 
puter. Ditto with the other games. 
The best use | can think of for 
them is during printing, or other 
times when you have to be in Win- 
dows but can’t do anything else. In 
extended play, their limited appeal 
will pall very soon. -Kevin 


An interesting little collection of 
solitaire puzzle games, Classic 
Windows Funpack is neither here 
nor there for me. While I’m sure | 
could get bored enough (“Love 
Boat’s on? Think I’ll switch on my 
computer. to loading 
Windows | can’t say 
em. There 


are some f | options 
with the pe the magic 
tiles are sometimes frustrating 


and/or intriguing. The sound 
effects are only mildly bothersome. 
I’m sure these little games will 
remain on the hard drive here at 
CGR for awhile, but they probably 
won't get much silicon exercise. 
Ho hum. -Ted 


For what this product professes to 
be, it’s not bad. It doesn’t pretend 
to be anything more than a fifteen 
minute gaming break. There isn’t a 
ton of game play nor is there any- 
thing very exciting. Don’t expect to 


minutes to 
work, this 


us, and there are better Windows 
games out there, but this accom- 
plishes what it sets out to do. | only 
wish that the sliding block puzzles 
hadn't been included in the pack- 
age, because they are evil and 
should be stopped. -Steve 
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INTERACTIVE HORROR MOVIE 


er 90 minutes of captivating 


ee video and an original 
gothic soundtrack draws you into — 
: the center of the action. 
Draculais 
back, driven by . 
revenge and a hunger for © 
human blood. Follow a 
trail of vampire brides, 


corpses, and wolf tracks | 

through the streets of London. 
You direct the drama, : 
suspense, and passion as . , veting scenes propel 
you are drawn into a world of evil % | sn multiple pathways 
where every decision and action you \ inal confrontation. 
make is inextricably tied to the fates 
of those you love. ie 


From the creators of ae 
Sherlock Holmes Consulting Detective™ 
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| | oe . NEW MEDIA 
Contact your local retailer or call 1-800-877-4266. ee 


AVAILABLE ON CD-ROM FOR PC AND MA 


The King is dead. His brother is 
returning from the crusades. The 
barons are vying for power. It is your 
job to. challenge the rogue barons 
and bring the kingdom together. The 
others have made their stand. Now 
you must lead your troops to victory 
Over mountains, swamps, deserts, 
and through forests. You have the 
potential . . . it’s up to you and you 
alone. 


SUPERB GRAPHICS 

UP TO 4 PLAYERS 

SIMPLE AND INTUITIVE INTERFACE 

GREAT COMPUTER OPPONENT 

30 DIFFERENT OPTIONS FOR EACH GAME (You 


control it all) 


UNLIMITED VARIETY OF LAND TO CONQUER 
MANY TERRAIN TYPES (Effecting Production and 
Combat) 

HALL OF FAME 


The “Heirs to the Throne” computer 

game is for IBM PC. It can be obtained 

through your favorite retailer or call: 
1-908-788-2799 

or by writing to: 

QQP—495 Highway 202 

Flemington, NJ 08822 


Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 


It is vacation time... . you can sit at 
home watching the grass grow or 
enter our world... LUCKY’S 
CASINO ADVENTURE. This could 
just be your lucky break. Everyone 
can “win’’, but only the best can hold 
out for the full three weeks. Travel 
between the many casinos, have a 
bite to eat and rest in the hotels. 
Nothing has been left out in this state 
of the art experience of a lifetime. 


: 
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Games Included: 5 Different Pokers, 8 Different 
Slots (all completely different), Paigow, Bingo, 
Keno, Baccarat, 3 Different Video Pokers, Money 
Wheel, Blackjack, Casino, Craps, Red Dog, 
Roulette, Caribbean Stud (ALL REAL CASINO 
QUALITY) 

Supports All Major Sound Cards 

256 Spectacular Colors 

Tournament Play 

Scoring History 

640 x 400 VESA VBE 1.2 Compatible 

Three Week Adventures to experience 


- Quantum Quality Productions. ine) 
The “Lucky’s Casino Adventure” 
computer game is for IBM PC. It can be 
obtained through your favorite retailer or 
Call: 

1-908-788-2799 

or by writing to: 
QQP—495 Highway 202 
Flemington, NJ 08822 


Copyright 1993 Q.Q.P. All rights 
reserved. IBM is a trademark of 
International Business Machines. 


CGR 


Strike Squad 
by Mindcraft 
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GAME SPECS: 


Requirements: 386, 2 Meg RAM, 
Hard Drive, VGA 
Sound Blaster 

and compatibles 
Keyboard, Mouse 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


Electronic Arts 
$59.95 

18 Meg 

1 or 2 players 


Alien battle fleets have invaded 
the Consortium, laying waste to all in 
their path. The insect-like K’Kistiks 
have destroyed the once-lovely 
planet Bao, killing your loved ones 
and shattering your life. The 
Humans and their allies are backed 
against as well, seeking salvation in 
any form. Could that hope be an 
unruly (but talented) gang of merce- 
naries? Find out in Strike Squad, as 
you lead a team of thirty mercenar- 
ies from nine races on a wide variety 
of missions through many worlds. 
Each mercenary has varied training, 
skills and equipment, as well as a 
different personality based on race 
and temperament. Customize your 
strike squads by preparing different 
weapons and equipment for various 
missions. Battles can be fought in 
either real-time or turn-based, 
frame-by-frame modes as individual 
mercs engage the enemy, exchang- 
ing both weapon fire and personal- 
ized quips. A second player can join 
in the action as well, allowing for 
either two-player cooperative or 
competitive play. 


48 COMPUTER GAME REVIEW 
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Get up close and personal with any of your 
thirty mercenaries. 
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Create, arm, and launch Strike Squads from 
aboard your central mothership. 


vane 


Not everyone you meet will try to kill you; 
some have important information. 


SO HAD 0) 3 JMO MADD |) EMD es 


Attack with lasers, explosives and flame in 
either real-time or turn-based modes. 


Se Shc 


Recon maps pinpoint your target as well as 
obstacles, opposition and exits. 


SS has some good ideas. The 
background is decent sci-fi, and 
the missions are challenging and 
varied; this is an intriguing look at 
individual combat in the future. 
The manual is well-written and 
goes Onganidmen aboutya simple, 
easy-tofuse Interfager| just won- 
der whatthey-did Witntat inter- 
face, since” couldnt tina it. | had 
great difficulty getting my mercs to 
do what | Wanted, and combat was 
confusing in either mode even 
after much practice. Simply walk- 
ing around proved difficult as my 
mercs got caught on furniture, 
doors, each other, etc. SS is a 
great set of rules; | just wish | 
could have used them. -Kevin 


lf you’re a closet masochist/com- 
puter user, this game was 
designed for you. Its singular lack 
of control will leave you screaming 
in pain. Its interface will have you 
doubled over in bends-like appre- 
ciation of@tmme sutfeming. The 
graphical Capabilities will drive 
lesser MOrMalS tO the brink of 
insanity, And)those afeé the nice 
things Nha@We fo Sayvabdout the 
game. Sound is indistinct at best, 
and movement is incredibly chop- 
py on our 386 (sort of like watching 
old home movies of your Aunt 
Sylvia’s gallstone operation, but 
not as entertaining). If you enjoy 
getting your teeth drilled sans 
Novocaine, get this game. -Ted 


Tegel’s Mercenaries was a decent, 
if not great game, but Strike Squad 
has done nothing to correct the 
problems of its earlier incarnation. 
The main trouble with both games 
lies in the very difficult to use inter- 
face. GettingeVOlmemercs to move 
from polmPtG point tedious at 
best and nightmahisht@ixing a hot 
combat witha lot of TUfniture lying 
around. They/alsogséemvto love to 
attack, btfff_ing through clips of 
ammo on one enemy, which 
makes them really vulnerable real- 
ly fast. Mercs should have the 
sense to plan ahead, but it seems 
impossible to get the mercs in this 
game to do so. This engine needs 
fine tuning. -Steve 
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You've always considered yourself a soldier of fortune Hired Guns is an adventure that can accommodate up 
with a knack for survival and a thirst for green. Your to four players simultaneously. It features furious non- 
mission? Anything for a price. But this time it's different. stop action, first person 3-D view and quto-mapping of 
The stakes are a little bit greater and the danger is all the 1.7 million cubic meters of play area. Choose from 
too real. You and your team are on a desolate moon, 12 different richly developed characters to suit your 
surrounded by less than friendlies, with only one goal needs for the mission at hand. Journey through this 
besides the mission itself; stary alive long enough to desolate land, all the while testing your survival skills. 
enjoy your newfound wealth. And remember; TAKE NO PRISONERS! 


675 Massachusetts Ave. 
Cambridge, MA 02139 


Hired Guns is available on IBM compatible and Amiga formats. (617) 497-7794 


Positronic Bridge 
by ReadySoft 


Overall @ 
gO Gi 40) 


CGR Game Ratings 


O rig inal ity ee ee ee ae 
Playability eee 
Graphics can RE 
Sound 


GAME SPECS: 
Requirements: Hard Drive 
Sound Support: N/A 


For those of you out there who can 
say, “We won the rubber” without 
smirking, step right up to Positronic 
Bridge. Whether you are a beginner 
or an expert, Positronic Bridge will 
provide you with both an excellent 
foursome for those days when you 
just need to play bridge. Positronic 
Bridge is artificial intelligence based, 
so you won't get tired of it after play- 
ing just a few rubbers. This game 
learns how you play, and will change 
its own bidding strategies to take 
advantage of yours. Never a dull 
moment in the world where “Grand 
Slam” has nothing to do with tennis. 
It is even endorsed by Brent Manley, 
editor of the American Contract 
Bridge League’s The Bulletin. For 
the beginners in the crowd, Positron- 
ic Bridge comes with an excellent lit- 
tle tutorial book (and bestseller), 
“The Basics of Bridge” by Mont- 
gomery Coe. It is well written and 
easy to understand. This bridge 
package will have you up and play- 
ing bridge from scratch in about an 
hour. So cut the cards and deal your 
first hand! 
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Opening bid. With a loser hand like this, you 
should pass. 
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With the setup option, you can play hands 
from your local paper, or set up your own. 


Make the slam and you'll be rewarded by 
this lovely screen. 


The board shows you the dummy hand, last 
trick, and offers help. 


| had never played bridge before. 
Now, although I’m lousy, | have an 
understanding and appreciation for 
the game and this program. PB 
gives you a game of bridge when- 
ever you want. The Al is strong, 
yet hum 


is very ile the 
game ha in terms 
of grap t uses its 
energie nting a 
good gam a non- 


bridge player, | was impressed by 
the ease of play, but this is not a 
game for novices. | was helped 
every step of the way by Ted, not 
on-line help or the manual. If you 
know and love bridge, PB gives all 
the bridge you need. -Kevin 


The graphics may look sort of silly 
and mid-80’s, but this program is 
fiendishly good. | wasn’t expecting 
much from it when | first loaded it 
up, but low expectations quickly 


new bidaing, it learned right along 
with me. It was as good a player 
as my brother, except | kind of 
missed the conversation. The only 
thing | was disappointed with was 
the lack of duplicate scoring; how- 
ever, this scoring can be obtained 
in a product upgrade. -Ted 


While | have never understood the 
basics of bidding in bridge, | do 
understand the basics of playing 
the hand. Positronic Bridge has 
the handy feature of suggesting 
bids to me, and for the most part, it 


was ag gestion 
that | co d. | also 
got shamel nce from 
Ted during the game 
While the re nothing 
special a sound, the 


logic of the game is strong enough 
that you don’t notice these omis- 
sions. The pack-in book on bridge 
basics is helpful to amateurs like 
me, but frankly, there aren’t too 
many beginners that will be attract- 
ed to this title. -Steve 


™ 


WE LASER GAMES. ».. 


‘MOTION 
PICTURE 


MY, * Dog McCree is known worldwide as one of the highest rated arcade games and is the first interactive shooting game with real live motion picture 
action. Mad Dog and his men have kidnapped the town’s mayor and his daughter. To save the town, you will be challenged by a saloon full 
of outlaws, a hair-raising bank robbery, gunfighters, a slew of Old West ambushes, and Mad Dog himself. 


Call 1-800-758-HOME or visit your local retailer 


A licensed product from American Laser Games published by International Business Machines Corporation. © Copyright American Laser Games 1990, 1993. © Copyright International Business 
Machines Corporation, 1993. All rights reserved. Mad Dog McCree is a trademark of American Laser Games. Funsation is a trademark of International Business Machines Corporation. 


Heirs to the Throne 
by QQP 


> 

4 ~ 
i : 
£ 

Roz 

a 
O 


> 
= 
S 
© 

> 
& 
al 


Sound Blaster 

and compatibles 
Mouse, Keyboard 
PC and compatibles 


Sound Support: 


Controller: 
Available for: 


Retail Price: 
Hard Drive Space: 


No. of Players: 1-4 players 


Once upon a time a wise king 
ruled over a small continent in a fan- 
tasy world. The king rose from the 
ranks of his fellow barons and 
demanded their fealty as the price of 
peace. Unwillingly, the petty barons 
handed over much of their power, 
but they continued to plot in secret. 
Many years later, the king decided 
to pacify the Holy Land, located on 
another continent. He sent his broth- 
er and his most loyal knights away, 
and the rebellious barons struck dur- 
ing his time of weakness, assassi- 
nating the king. In Heirs to the 
Throne, players represent insurgent 
barons, competing against other 
barons and the royal sympathizers 
in a game of economy and con- 
quest. Players may decide funda- 
mental rules of the game before it 
begins; the continent is randomly 
generated before each game, allow- 
ing for an infinite number of different 
games. The barons can build castles 
and keeps, or catapaults to bring 
them down. Deciding the Heir to the 
Throne requires a delicate balance 
of strategy and economic mastery. 
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Maintain a solid front against other barons 
as well as the Royalist factions. 
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Only one baron can rise up and claim that 
he is the Heir to the Throne. 
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tle against the Royalists. 


HT*® is a solid game featuring a 
decent conquest/economic engine. 
Unfortunately, despite the very full 
preference menus available to the 
player, the engine is not quite 
deep enough to hold my interest. 
Much of sieustatisticalemodifiers 
which are-enumerated in the man- 
ual are diffiGUh to GOMtrol in the 
rather simpliStic compat screens; 
despite the @ffects Of Various troop 
types and terrain, it’s still “who has 
more troops.” While the game 
includes a supply option (don’t let 
your troops get cut off), the com- 
puter opponents don’t use it. Real- 
ly, its a “swarm into territories and 
build to take more territories” 
game; strong, but bland. -Kevin 


King Spunky reigns! This is one of 
the better wargames I’ve seen so 
far. While the playing field is 
chunky, who cares? There are so 
many options to set on this game 
that | fell deeply in love with it. It 
allows youtO"™Set how the.comput- 
er will act) What ineseconomic 
conditions aré,and Whether terrain 
affects Combat, village Output, or 
both (and this iS only a small sam- 
ple of factors you can affect). This 
alone makes this a great game, 
since you can see how your deci- 
sions will affect the final outcome. 
Musical score is not at all annoy- 
ing, and it plays fast even on a 
386. Quote me: “Most user-friendly 
wargame I've played.” -Ted 


Yikes, this game is hard! It’s also 
very engaging. I’m already plan- 
ning the best way to move across 
a continent to usurp my foes 
before they can mass huge armies 
against me. | like the trade-off 
between buidiag huge@sarmies and 
investing/Dack inte “your territories 
(it pays to Build Villages), The com- 
bat sequenees are Kind of bland 
and could @aV¥6 Used |SOme spicing 
up, but that’s really my"only com- 
plaint. The game took all of three 
minutes to learn how to play, but 
succeeding, well, that’s another 
story altogether. The main graph- 
ics are decent, if a bit blocky. If 
conquest is your bag, this game’s 
a good’un! -Steve 


ganas sso.coe IMPRESSIONS AUTGS _ igi <u IMPRESSIONS AUTOS secure 

TESTS TORU: 19SS DONE! Seve cuANees oo 1953 WAGHETING coNcERTS — 

Design cars and put them through their Create unique marketing campaigns to As your aute empire grows, open up new 
paces with a variety of performance tests! blow away the competition! factories and sales offices around the world! 

©1993 Impressions Software Inc Committed to Excellence in Strategy E ntertainment IBM PC VGA Screenshots 


impressions Software, Inc. 222 Third Street, Suite 234, Cambridge MA 02142 


Daemonsgate 
by Electronic Innovative Design 


92% 


Overall 
Rating: 


CGR Game Ratings 


Originality — 


Requirements: VGA, 640K, DOS 2.1 


Sound Blaster, Ad LIb, 
Roland 
Mouse, Keyboard 


Sound Support: 


One player 


The long antici- 
pated release of 
Daemonsgate for 
the PC is upon 
uo. — Rill your 
rivals! Vanquish 
the pestilence of 
evil from the land! Amaze your spe- 
cial friends! 

You start out with just one charac- 
ter, Captain Gustavus (that’s you). 
Along the way, you must entice oth- 
ers into your party (up to a maximum 
of eight), and doing so can be quite 
a Challenge. 

Your mission is to free your city, 
Tormis, from the siege which has 


Find the traitor in your midst, then kill him. 
Glory awaits you. 
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The daemons have attacked Tan-Eldorith! 
Will Tormis suffer the same fate? 


been laid upon it by daemons. The 
daemons had swept down upon 
Tormis from the direction of your 
closest neighboring state, Elsopea. 
Upon investigation, you find that 
Elsopea has been utterly destroyed; 
you must assume that this will be 
the fate of Tormis, unless you can 
find a method to thwart that end. 
Sneaking out of Tormis under 
cover of darkness (by way of a 
secret passage), you board a ship to 
find any Elsopean who may still be 
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Understand your party’s strengths and 
weaknesses at a glance. 


Daemonsgate is a RPG with an 
unusual design. The top-down per- 
spective is reminiscent of other 
RPGs, but that’s where the similarity 
ends. Following is a partial listing of 
the important features. 

There is a knowledge builder: you 
must learn what other people know 
before you can learn about them 
yourself (in other words, you can’t 
find anything specific on your own). 
However, you will no longer need 
the trusty pen and paper sitting by 
your side, because once you learn 
something, you can always recall it 
from a pulldown menu. Important 
items (places, things, people) go into 
your vocabulary; you can call them 
up again to ask different people 
about them (a very nice feature on a 
game as extensive as Daemons- 


gate, with literally thousands of dif- 
ferent areas, screens and NPCs). 
Battle takes place on a level basis. 
If you wish, you can fight enemies 
human against computer, or let the 
computer fight for you. The battle 
choices include “rout” and “reform.” 
If you let the computer fight for you, 
you can either tell it to harass the 
enemy (attack their leaders, thereby 
destroying morale), raid them (fight 
unless/until you need to beat a 
retreat), attack (with abandon), with- 
draw (beat a tactical retreat), or rout 
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You have a photograph 
must learn to listen. 


(every man for himself, and RUN!). 
At any point in a battle, you may 
wrest momentary control of your 
forces from the computer and give 
new orders. 

Camping can be fun, too! You 
have a variety of choices when mak- 
ing camp, including practicing armed 
combat (Gustavus is a master 
swordsman; you can only learn skills 
from someone who is a master: 
training will eventually lead to mas- 
tery), resting, sleeping, hunting, for- 
aging, guarding, teaching, and read- 
ing. Practicing, teaching and reading 
are tasks that must be undertaken in 
order to learn skills and magic use. 
Under no circumstances should you 
allow any one of your fighters to go 
for long periods of time without 
sleep! 
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GROM HILL ATTACK — 


HAS KILLED | § i ry a 
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See overhead views of melee battles. Run 
them yourself or let the computer handle it. 
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Outside the city, you may rely only on your 
wits and strength to protect you. 


The action is very true to life, in 
that, if your party is tired, screen 
movement slows. If they are 
attacked when tired, they do only 
about half as much damage as 
when they are fully rested. In addi- 
tion, no longer will you be hampered 
or helped by numerical stats. The 
designers felt that, instead of reduc- 
ing a character to a bunch of num- 
bers, the ererenies should skh 


You may only gain skills while you are 
camping, but sleep is important as well. 


relative strengths. This will enable a 
certain risk factor in the game, a def- 
inite departure from D&D gaming. 

Daemonsgate is incredibly sys- 
tem-friendly. It takes up only about 8 
megabytes of hard drive space, and 
will run equally well on a 386 as ona 
486, since there is a software clock 
controlling processor timing. All of 
which is incredible for a game with 
over 5000 NPCs, each with his or 
her own knowledge base. 


Will you abandon your beloved Tormis, sail- 
ing into the setting sun at high tide? 


This game is brilliant. Daemons- 
gate captures the essence of good 
role-playing like no other game. 
The feel of operating in a realistic 
environment is there. You don’t go 
clear out a thieves’ den to suck up 
to the mayor; you find out about 
his illicit moll and black 
into giving you the go 
need. Characters can fin 
like real people, such as tea 
each other skills. While ther 
tainly combat, it’s not the focus of 
the game. Enemies don’t get big- 
ger, they get smarter. You'll have 
to get smarter too, not just have a 
sword +100. Combat is very easy 
to control, and contains enough 
military detail for an armchair gen- 


Okay, so the graphics are a little 
strange and goofy. Still, | could 
(did and probably will) play this 
game for more than a few weeks 
without getting bored with it. And if 
you do get bored with the main 
plot, there are countless little side 
plots to distract you. How 
rate an adventure game 
unusual, going against 
essence of what you know 
RPGs, and yet which has 
face so well designed that you can 
learn it inside of three minutes? 
The answer, of course, lies in the 
following three words: Cripes, it’s 
amazing! This game has so many 
unique and endearing features that 
game designers the world over will 


Anyone who’s ever played a pen- 
and-paper RPG with a really good 
GM knows what a joy it is to 
adventure with someone who 
deeply cares about their world. 
Daemonsgate is a lot like that, only 
better, since the NPC’s in the 
game have their own live 
great to find a game like this 
monsgate is a sprawling 
filled with exciting places to qe 
problems to solve and to 
sub-quests to get wrapped up in. 
I'm very impressed by how tight 
the code is; the game takes up 
only 8 Meg or so on our system 
and still provides an excellent 
adventure. I’m also impressed by 
the fact that it runs as well on a 


eral like me (it uses formations!). 
The magic system is also a rare 
gem: you'll have to prepare ahead. 
No fireballs here, just potions and 
enchanting items in a unique new 
manner. Don’t have a top-of-the- 
line PC? No problem. This game 
r excellently on a 386 and is 
hard drive friendly. The only 
eeping this game from the 
of perfection is a some- 
wh wkward interface. Hot keys 
would have really helped. If all 


you want from a CRPG is sword 


and sorcery, you won’t understand 
what all the fuss is about. If you 
want a deep storyline filled with 
fantastic detail, Daemonsgate will 
grip you and it won't let go. -Kevin 


want to incorporate quite a lot of its 
characteristics into their own soft- 
ware. Musical score is good 
(although not great) in that it pro- 
vides nice background noise for 
the game without actually distract- 
ing or annoying you. Another fea- 
| particularly like is the game’s 
tem requirements: it is notice- 
ly kind to memory and hard 
€ space, and while play is a lit- 
(read: incredibly minute) slower 
on a 386 than a 486, it is nota 
drawback. Daemonsgate is an 
excellent addition to anyone’s soft- 
ware library, not to mention easy 
on the wallet. And really, how 
could anybody dislike a game with 
a designer named Piglet? -Ted 


386 as it does on a 486. Other pro- 
grammers and designers, take 
note. The programming in this 
game is concise, effective and 
extremely hard drive friendly. Dae- 
monsgate isn’t perfect, though. For 
one thing, the graphics are car- 
sh, especially those in the 
sequences. It’s also a bit 
ating to move at first, since 
y end to get caught on things 
li bles and chairs. | preferred 
walking with the mouse instead of 
the keyboard, but both options are 
available and work equally well. As 
a bonus, the pack-in video tape is 
incredibly funny and very well pro- 
duced. It’s a winner and then 


some! -Steve 
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ALL OF THE PACIFIC THEATER. 
ALL OF THE CONFLICT. 
LIN YOUR HANDS. 


Victory At Sea™ picks up exactly where the Japanese left off December 7, 1941. However, one 
thing is different. You’re suddenly in control of the entire Pacific Theater. From the ice—encrusted 
Aleutian Island battlegrounds to the site of what many call the greatest naval battle ever, Leyte Gulf. 


Direct the entire campaign from the task force level, or engage in specific battles. Command the 
Allied Forces, or the Imperial Japanese Navy. Either way, Super VGA graphics and actual documentary 
footage bring your decisions to life. 


Decide which resources to stockpile. Who to promote. Who to demote. Get intelligence reports on 
the political and logistical situation around you. Then plan your next attack. 


Because it’s designed by world—renowned military expert James F. Dunnigan, the historical accuracy 
of Victory At Sea is without equal. It’s also the first game ever to give you GameBook™ technology. 
Featuring real WW II action photos and over 100,000 words of historical analysis 
not available with any other game — all just a mouse—click away. 


December 7, 1941, may live in infamy. But what happens after 
that is all up to you. Visit your retailer or call 800-653-1360 
to order in the U.S., or 800—697—2360 in Canada. 


VICTORY AT SEA IS AVAILABLE FOR THE IBM PC AND 100% COMPATIBLES AND THE MACINTOSH. 
VICTORY AT SEA IS A TRADEMARK OF THREE-SIXTY PACIFIC, INC. (C) 1993 THREE-SIXTY PACIFIC, 
INC. ALL RIGHTS RESERVED. IBM IS A REGISTERED TRADEMARK OF INTERNATIONAL BUSINESS 
MACHINES. MACINTOSH IS A REGISTERED TRADEMARK OF APPLE COMPUTER. 
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Super VGA Harrier 
by Domark 
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Originality _ 
nes 


Playability 
Graphics 


Requirements: 25 mhz, 386, 2MB RAM, 
DOS 5.0, VGA, Hard Drive 
Ad Lib, Sound Blaster, 
Roland 

Joystick (rec.), Keyboard 
PC and compatibles 
Newth, Payne and Tubbs 
Distributed by: Spectrum Holobyte 
Retail Price: $69.95 
Hard Drive Space: 6 Meg 
No. of Players: One player 


Sound Support: 


Controller: 
Available for: 
Designed by: 


The Marine Corps’ AV-8B Harrier 
ll is no ordinary aircraft. Because of 
its advanced technology, this plane 
is able to literally turn on dime and 
stop in midair—-commonly referred to 
as Vectoring in Forward Flight 
(VIFFing). The AV-8B is one of the 
most advance attack planes in the 
world, and it packs a powerful punch 
for land attacks! In this simulation, 
the player has the option of either 
participating as a commander of a 
task force, or taking on the role of 
one of the pilots in a surge to rid the 
small island of East Timor of its 
Indonesian aggressors. As a pilot, 
you'll fly the incredible craft in a 
series of missions that support the 
task force. Find yourself seated in 
the cockpit of this awesome plane, 
with every detail reproduced in glori- 
ous 256 color SVGA graphics. The 
results of your mission will have an 
effect on the overall state of play. As 
a task force commander, you have 
two objectives: you must devise a 
plan of attack and carry it out to win 
the ground battle using the Harrier 
as your main attack plane. 
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You will conduct attacks during Operation 
Ocean Saber, on the island of East Timor. 


y = 


Track that bogey! The SVGA graphics lend a 
realistic feel to the combat sequences. 


* ; 
'e aes . 


Watch out for Surface-to-Air missiles and 
other enemy forces. 
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Direct hit! The Harrier AV- 


8B has a good 


payload of firepower, so be generous. 


:' Sidewinder AiM.3M 
| 10.2-kg (22.5:b) HE Fragmentation 
passive IR-homing missile 


Pilots are given the opportunity to equip 
their plane as they see fit. 


This is a sharp flight sim. | was 
worried at first; the AV8B is not a. 
plane for amateurs, but this sim | 
makes it easy and fun to fly. | have | 
a soft spot in my heart for ground 
attack missions, and that’s just 
enius of 


this pada in the 
ease of n func- 
tion. Of & ustom 
mission kes the 


planes out, Dut at any point you 
can leap into the cockpit to make 
the attack. Then you can leave the 
plane and have the computer han- | 
dle landing it. Harrier is a quick, 
fun and painless flight sim, with 
enough depth to keep an armchair | 
Strategist happy. -Kevin 


| found myself making “zoom” 
noises every time | went in to blow 
up enemy installations. I’m not cer- 
tain what this says about the 
game, but it certainly says some- 
thing about the sound for the game 
(the en n is high, | 
tinny, fa g , and it is | 
set to ‘of d enjoyed | 
being a troy y much 
anythin n me play | 
is swell, but | can’t say this is a 
great game. Graphics are line 
drawn (like MSFS4), and sound is 
not incredible. On the other hand, 
it is a solid representation of what | 
it’s like to fly a harrier (or not, since 
you can have the autopilot take 
over at any time). -Ted 


AV8B Harrier Assault was a 
decent flight simulation, but this 
upgrade packs a much tastier wal- | 
lop. The graphics have been 
spiced up considerably. The cam- 
paign option is fun to play around 
with, andJ all just run 
out ont d start 
whaling argets. | | 


yourself. My only problem with this _ 
title is that the control is a little 
loose. | thought maybe it was the 
joystick, but such was not the 
case, since even with the key- 
board, the slightest touch sent me 
careening. -Steve 
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Multimedia BC. ; Fusion DoubleCD” 16 — ‘The — Multimedia Kit. 


Cs ~~ 845- sn maton or a dealer near you. © 1993 Media Vision, Inc i. ie de Pa », Fremont, CA 94538. (510) 770-8600. Fax: (510) 770-9592 ait » Audio —— nd 
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ChessMaster 4000 Turbo 


by The Software Toolworks 


Overall g RY 


Rating: 


Hoogon 


CGR Game Ratings 
Playability — 
Intelligence 


Originality 
Graphics 


GAME SPECS: 
Requirements: Windows 3.1, 4MB RAM, 
386SX/16 or better 


Sound Support: Sound Blaster 


Controller: Mouse, Keyboard 


The chess engine that won the 
1992 World Computer Chess Tour- 
nament in Madrid is now available 
for your home PC. Chessmaster 
4000 Turbo incorporates the 32-Bit 
processing capabilities of 386 and 
486 computers, reaching a new level 
of sophistication for chess simula- 
tions. In spite of all this power, the 
Chessmaster is easy to use even for 
those unfamiliar with the game. 
Every option is controlled via pull- 
down menus. Change the look of the 
board, the piece set, ask for help 
and more by simply clicking on what 
you want. Several different views, 
including a unique angled perspec- 
tive come with the game, but if you 
aren't happy with any of them, you 
can create your own. Set up your 
opponent's skill on a variety of vari- 
ables including the value he places 
on each piece. Stunning visuals 
using both VGA and SVGA graphics 
have been included to make this the 
prettiest chess game yet. For the 
true test, play another person over 
LAN or modem to see who is the 
real Chessmaster! 
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Red has moved to protect its king from the 
early assault of the white bishop. 


Dali’s classic painting along with the letter 
pieces give the game an interesting look. 
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Watch and replay some of the great games 
throughout chess history. 


Peat a ae 
Le 
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Set up your opponent’s skill level with this 
easy-to-use system. 


ce e “a ee Ea Soe Sak Me 


For the ultimate challenge, play a blindfold- 
ed game! 


This is an excellent interface with a 
strong chess engine. CM4K is one 
of the best of its kind that | have 
yet seen. The board and pieces 
are customizable by the player, 
while the playing area itself can 
show anyeitimb ec r.oftimiormation 
screens; the) computer's thinking, 
advice, a Constant Count of the 
clocks, Of tN@ pieceS*taken. The 
advice\ieature isvan excellent 
guide to the deeper thinking 
required by chess. There are prob- 
lems in the custom setups of the 
board (hard to see well in some 
modes) but obviously these are 
avoidable. Overall, this is an excel- 
lent interface for any chess player 
from novice to master. -Kevin 


scottish. CM4000T is a beautiful 
graphical interface built onto a 
powerful chess engine. Its menu 
bar is well designed and the back- 
ground noises range from soothing 
to grating (select your own prefer- 
ences fomthé€Se, twoiMGwement is 
hindered Somewhat it thé board’s 
angle is S6t 100 low, Dut this is eas- 
ily changed. “the fAgvice veature 
amazed Mme with a twG paragraph 
synopsis in 20 seconds. | also 
liked that several different chess 
sets were included: the default 
looks too much like one of those 
cheap plastic sets. The only fault | 
found was that the background 
music refused to play continuous- 
ly, but who really cares? -Ted 


CM4O0O0T is a fine chess simula- 
tion that includes some tasty new 
things. | love the modern chess set 
as well as the alphabet one, and 
the skewed Dali-esque perspective 
is interesting, if difficult to utilize. 
One nice thitGels thatditeseiting up 
the 3-D)MmOeagey vy ou"ean tilt the 
board to Whatever anglé you wish, 
making if@6asy to,seef Down sides 
are that it heguires MVindows, so 
those who-dernt use that system 
will miss out. Another interesting 
bit of goofiness is the very power- 
ful sound that occurs after moving. 
First time | heard it, | almost 
jumped out of my skin. It’s a little 
too much for a calm game of 
chess. Not bad. -Steve 


Close encounters nightly. 


For the cold reaches of space, there’s an awful lot 
of chummy people here. 

That’s because Federation II is no mere shoot-the- 
ship computer game. It’s an online universe full of 
people, romping and role-playing their way up the 
interstallar ladder of commerce, busily building their 
fortunes. And they’d love to throw some work your 
way so you can do the same — after the proper amount 
of bargaining, buying and bulling, of course. 

Good thing you can afford to stay and enjoy 
yourself. Our standard connect charge rate on GEnie 
is just $3.00 an hour in non-prime time. The 
subscription rate is only $8.95 a month. And 
that includes a credit for your first four hours of 
standard connect time each month!' 

So stop in for a visit, and see what an adult space 


1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri., all day Sat. and Sun. and selected holidays. 


GEnie is a registered trademark of General Electric Company. 
Effective date as of 7/1/93. Prices subject to change without notice. 


fantasy is like. Meet us in Federation I — only 
on GEme™. 


Sign up now: 
et communication software for half duplex 


(local echo) at 300, 1200 or 2400 baud. Dial toll 
free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#= prompt, enter XTX99228, BARGAIN 
then press <RETURN> Have a major credit 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 


Kederation II 


GF nie’ 


multi-player games 


Shadow of Yserbius 
by Sierra On-Line 


Graphics 
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GAME SPECS: 


Requirements: 386, VGA 
Hard Drive, Mouse 
Sound Blaster and 


compatibles, Roland 


Sound Support: 


The small town of Twinion is falter- 
ing under the weight of its history. 
An evil wizard has unleashed ele- 
mental furies in his mad quest for 
immortality, and the town is cut off 
from the rest of the world and 
endangered beneath the simmering 
volcano of Yserbius. Adventurers of 
all stripes are desperately sought to 
explore the massive dungeons and 
free the populace. This is the setup 
for The Shadow of Yserbius, the 
popular on-line game over Sierra’s 
The ImagiNation Network. Now play- 
ers can try out this engine at home, 
and even build a character and then 
inject it into the network later. This 
package includes both The Shadow 
of Yserbius and its sequel, The 
Fates of Twinion. Game play is first 
person, 3-D perspective throughout. 
Thousands of opponents await bat- 
tle with unique combinations of 
weaponry and spell use. Players can 
choose characters from six guilds, 
eight races and either gender; this 
character will then storm the dun- 
geons, completing quests and gain- 
ing levels. 
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Yserbius has the same configuration and 
style of play at home or on the network. 


mm Se - ee ——— Speers 


4 


: Holstein attacks Coelus causing 7 


|damage! 
j@ Coeluses attack Holstein causing 6 
|damage! 

Holstein attacks 2 Coeluses inflicting a 
|sucking wound Causing 26 damage and (og 
kikling 1! ‘ 


wn ism Seieieeeetedeteeneteie 


Encounter and battle hundreds of different 
creatures in a tactical group formation. 


ost isiidib iad otanue ets 
im Screen shows the magic spells you know. To get a description 
: 9 spell, click on its nome with the mouse. Use the plus ond minus 
buttons to distribute your available spell points as you see fit. 


SSS eee a 


All adventurers on Yserbius know magic; 
choose how your knowledge progresses. 


Mormngstor 


This screen shows the items which you moy buy. Use fhe Arrow 

)Buttons to move the highlight bar and the Buy Button to buy the 

Phighiighted item. Note that items in ced tupe connot be used by 
members of your Guild. 


A wide variety of equipment can be pur- 
chased or found to enhance your character. 


eee 


al SS a es ‘ , 

|deep in the bowels mountain. 

|is his anguished spirit that keeps the 
Ne. 


opine mye royfelh 


NPCs can give you information in the dun- 
geons; on-line, other players may aid you. 


SOY is a basic dungeon crawl, but 
it's a good one. The storyline and 
character types are standard. The 
graphics and sound are well above 
average, and the interface is very 
easy to use. Basically, they bent 
over bagkWairas tosm#@ke this as 
simple to gevinto (and Aooked on) 
as possible, They Mame Succeed- 
ed; SOY 1S very addictive: Just one 
more level Keep\Sayirig, espe- 
cially since death just returns your 
character to the surface with no 
losses; no doubt people run up 
huge bills on the on-line version. 
With the ability to talk to and join 
with other people (available on 
network), this would be a truly 
excellent game. -Kevin 


Yserbius is the kind of game 
designed for the pay-to-play 
crowd. It’s graphically pretty and 
extremely addictive. You do not 
lose points or inventory for getting 
killed, but you do have to start over 
from the <96GiAinin gattime.consum- 
ing andj@ ittleé wratating, But that’s 
all). On“hiGpilip SidesOr this, you 
have to exi@thé dungeons anyway 
in order to gain levels; SO getting 
killed is an easy way back out. | 
could spend several weeks explor- 
ing the game and still not make it 
all the way through. This game is 
ideal for those who want to know 
what they’re getting into on the 
Sierra Network before actually 
making the plunge. -Ted 


Okay, | realize that Yserbius is 
designed as an on-line game, and 
as such, it’s a pretty good dungeon 
romp. It really lacks when you’re 
playing by yourself, however, 
because the main strength of a 
game designedefor modem play is 
that you 4Ateraet with Other players. 
While it’s go6@ when Omaline, alone 
it shows thé Haws that many on- 
line gameg have. ITS too Simplistic, 
for one thing. Level adVancement 
is ridiculously quick. Finally, Death, 
where is thy sting? The only penal- 
ty for dying is being bumped back 
to the guild and having to walk 
through the beginning of the dun- 
geon again. Play this via modem 
or not at all. -Steve 


Beyond fantasy. Beyond legends. 


If you’ve been looking for the mother of all 
fantasy role-playing games, we know where 
you can find it. 

Online, in GemStone III™. That’s because this is 
no kill-the-dragon computer game. And it goes far 
beyond other so-called “‘legends.”’ 

In this game, you’re joining some of the best role- 
players and game masters from across the country 
online, in real time, in a vast mythical world of 
adventure, magic and medieval chivalry — rich with 
fascinating characters and demanding quests. 

GemStone III is a game you can play forever. And 
you can afford to — because GEnie’s standard 
connect charge rate is just $3.00 an hour in 
non-prime time. Our subscription rate is only 
$8.95 a month. And that includes a credit for 
your first four hours of standard connect time 
each month!! 

This is the ultimate in fantasy — and your 
friends are already here. So sign onto GEnie® 
today, and welcome home to GemStone III. 


é 
1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri.. all day 
Sat. and Sun. and selected holidays. 
GemStone III is a trademark of Simutronics Corp. 
“Shadow World” is a registered trademark of Iron Crown Enterprises, Inc. 
GEnie is a registered trademark of General Electric Company. 
Optional graphic front-end program available for IBM PC only. 


For more information about GEnie in the U.S. or Canada, call 1-800-638-9636. 


== SIMUTRONICS 


Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection. ) 

At the U#= prompt,enter XTX99227, LEGEND 
then press <RETURN> Have a major credit 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 


(semStone III": 
Shadow World® 
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Dracula in London 
by SDJ Enterprises 


Overall 5 6% 
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Rating: 
Ooo 


i?) 
o 
= 
© 
cr 
® 
= 
2) 
O 
oc 
O 
Oo 


GAME SPECS: 
Requirements: 386, Windows 3.1, 
ACTA 
Sound Support: Sound Blaster 
Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
No. of Players: 


Mouse, Keyboard 
PC and compatibles 
SDJ Enterprises 
SDJ Enterprises 
$29.00 

3.5 Meg 

1-6 players 


A new reign of terror has started in 
London. Count Dracula has recently 
arrived from his own land made bar- 
ren by his unholy appetites to one 
filled with people ripe for his nightly 
visitations. With him he has brought 
fifty crates of his native soil to fuel 
his powers. Only six people, Dr. Van 
Helsing, Johathan and Mina Harker, 
Dr. Seward, Arthur Holmwood and 
Quincey Morris know the Count’s 
evil intentions. It is their task to stop 
him before he can bring his evil to 
London and before he can stop 
those who stand in his way. Dracula 
in London provides an exciting vam- 
pire search for up to six players, 
each controlling one of the six 
hunters. Each hunter has his or her 
own special abilities and talents to 
aid them in their search for the Lord 
of the Vampires. Each of the provi- 
sions in the game can help stop 
Dracula in his tracks, destroy a less- 
er vampire or kill one of Dracula's 
minions. Investigate rumors and 
shipping schedules to anticipate the 
Count’s next move and stop him 
before he finds you! 
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Holy Water 
Beiiadonna 


Each character can carry provisions to help 
battle Dracula. 
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Explore creepy houses for clues to the 
Count’s whereabouts. 


There are many locations that must be 
investigated to locate your foe. 


Read through journals and question key wit- 
nesses for new leads. 


[Close HF 20] 


Beware of entering possible resting places 
of the Count after dark! 


DIL is a good idea gone a bit awry. 
The documentation reads like a 
board game, and indeed in con- 
cept it’s similar. Execution of this 
idea proves difficult, however. The 
investigative portions of the game 
are verysstrongy tookimg through 
diaries and News clippings, analyz- 
ing RenfieldS Babblingsptalking to 
witnesses, ‘ete. The feéhis almost 
right for as@@tectivé Story in foggy 
London. Unfortunately, the “action” 
sequences fall pretty short. DIL 
appears to be well set up for 
extended play, since clues and 
particulars are different every time; 
the only problem in this is continu- 
al play lets you know how tenuous 
the plot really is. -Kevin 


Count Downtoterror! It’s Dracula: 
he’s big, he’s bad, and he’s fraught 
with pitfalls for your Windows 
memory manager! This program is 
what we would call in technobab- 
ble, “fat.” If the authors could 
somehoWEiian agemitm trim the 
memory allocation fortis piece of 
software, kdnight like@t better. Con- 
sider the folloWing, straight out of 
the mantal; Dracula in London is 
very memory intensive. We recom- 
mend you reboot your machine 
just before playing it. This will... 
help prevent Out of Memory 
errors.” | could go on and on about 
fat Windows programs, but | think 
I'll just let the manual speak for 
itself. You decide. -Ted 


The Count is back and this time, 
he’s accurate to Stoker's novel. At 
least he’s more so than in other 
vampire titles that have been 
released recently. The problem 
here is that while it tries to be as 
close to the@efeel Ofstine book as 
possiblegit really salisreconveying 
the homor amd drama of Dracula. 
Part of fils [S$ The limitations inher- 
ent in Windows, part of that is the 
fact thafoen a 386>DIL runs 
extremely slow. Another problem 
is that frankly, the game is just 
kind of dull. The investigations just 
pop up text, and the houses are 
static and pretty boring. It’s a nice 
thought, but it’s just not all the way 
there. -Steve 


We don't know from friendly skies. 


You’ve beaten all the flight sims? A furball 
doesn’t raise a sweat anymore? Ten minutes of 
W WI combat isn’t even challenging? 

Hmm... Maybe you are ready for Air Warrior”. 

It’s the most realistic combat flying there is. This 
game does more than correctly model 28 different 
aircraft, right down to spins, stalls and buffeting. 

In Air Warrior, you’re facing the ultimate foes — 


other human beings, aviation fanatics, playing online, 


in real time, for as long as you all can go. 

Good thing you can afford to stay and play. Our 
standard connect charge rate on GEnie is just $3.00 
an hour in non-prime time. The subscription rate 1s 
only $8.95 a month. and that includes a credit for 
your first four hours of standard connect time 
each month!! 


1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri., all day Sat. and Sun. 
and selected holidays. 

Air Warrior is a registered trademark of Kesmai Corporation. GEnie is a registered 
trademark of General Electric Company.Graphic interface required and available for 
selected machines. Effective date as of 7/1/93. Prices subject to change without notice. 


So if you think there are no challenges left, you’ ve 
got to try this one. Air Warrior — on GEnie". 
Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection. ) 

At the U#= prompt, enter XTX99226, RESPECT 
then press <RETURN> Have a major credit 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 
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Even More Incredible Machine 
by Dynamix 
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Graphics 


Originality Ce 


Playability 
Intelligence 


Requirements: 386SX, VGA, 
Hard Drive, Mouse 
Sound Blaster and 

compatibles 
Mouse 
PC and compatibles 


Sound Support: 


Controller: 
Available for: . 
Designed by: 
Distributed by: Sierra 
Retail Price: . $59.95 
Hard Drive Space: 1.2 Meg 
No. of Players: One player 


The mouse 
Cage is connect- 
ed to the convey- 
or belt, which 
moves the bowl- 
compurer came review] INQ Dall over to 

drop onto the 
seesaw, which propels the basket- 
ball into the air against the bellows, 
which turns the windmill, which 
blows the balloon into the scissors. 
Whew! It would seem that anyone 
who wanted to pop a balloon could 
just poke it with a pin, but that 
wouldn't be nearly as much fun or 
nearly as inventive as the concept 
behind The Incredible Machine. 


items in this machine. 
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Rube Goldberg, eat your heart out! The 
Incredible Machine is back! 


The Incredible Machine is the 
award-winning puzzle game from 
Dynamix. Not content to stop there, 
the designers have returned to their 
drafting board, literally, to create 
dozens of new puzzles and new 
implements and devices to use 
when solving them. 

Based in the tradition of the 
bizarre puzzles of Rube Goldberg, 
The Even More Incredible Machine 
poses unique problems and situa- 
tions that must be solved using a 
variety of tools and devices. While 
many of the task are simple ones 
that could be easily accomplished in 


Mel, the new human character, will always 
make a run for his house. 


the normal world, the world of The 
Incredible Machine makes even the 
simplest task a process of deep 
thought and problem solving. To 
solve each puzzle, items must be 
made to react with each other until 
the desired result is achieved. Then 
it's on to the next puzzle. 

The physics in this title are very 
realistic, the variety of balls included 
all act differently when dropped or 
hit, and each has its own use. For 
instance, a baseball will not bounce 
well or have enough power to move 
the bowling ball, while the basketball 
will bounce off most surfaces and 
usually hit things hard enough to get 
them to move. 


Each puzzle begins with a goal 
and certain objects in place. Your 
job is then to place the other items 
you're given in such a way that the 
eventual goal of the puzzle can be 
attained. While that might not sound 
too difficult, the solutions are often 
roundabout in the extreme. 

Certain items are naturally paired 
in The Even More Incredible 
Machine. For example, the magnify- 
ing glass is used with either the light 
bulb or the flashlight to ignite dyna- 
mite, candles and rockets. Mel will 


and will now run towards cheese. 


always run towards his house. Mort 
the Mouse will run towards cheese 
and away from Pokey the cat, while 
Pokey will chase Mort (and eat him if 
possible) and will be attracted to 
Bob the fish, especially if Bob’s bowl 
gets broken. 

The goals in each puzzle move 
from the ridiculous to the sublime. 
Some will have tasks as simple as 
getting the basketball to fall into a 
hoop or getting a candle lit, while 
others will be as esoteric as saving 
Bob from an errant bullet heading 
towards his bowl. Each puzzle, while 
it may not seem it at the outset, is 
solvable with the tools already in 
place and those included on the 
sidebar at the right of the screen. At 
any time during play, you can get a 


puzzle. 


Which house should Mel run to? Use the 
tools you have to decide. 
good idea of how your machine is 
doing by clicking the “Run Puzzle” 
icon at the top right. This also stops 
the time clock from dwindling down. 
The game play in The Even More 
Incredible Machine, while some- 
times aggravating, is very realistic. 
Objects in the game behave as they 
do in the real world. From the tram- 
poline to the scissors, each object 
serves a purpose. 
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This puzzle shows the workings of all of the 
new implements. 

One of the most exciting features 
of this game is the Freeform mode 
which allows you to create and save 
your own diabolical puzzles. After 
you've developed a machine that 
does the task you want it to, you can 
empty the bin of parts, and take a 
few of your pieces out and save the 
puzzle, allowing someone else to try 
and accomplish your goal. For those 
new to the game, the Freeform 
mode also comes with a tutorial. 
Use this to create sadistic puzzles in 
both form and content (like feeding 
Mort to Pokey). 

If you ever played and loved the 
board game Mousetrap, if you took a 
course in physics and found it inter- 
esting or if you just want a chance to 
play around with dozens of interest- 
ing items and give your grey matter 
an intense workout, The Even More 
Incredible Machine is waiting for you 
to pick up your wrench. 


Let’s see. . . ball hits the bellows 
which blows the windmill to power 
the treadmill to send the mouse 
safely away from the cat. Looks 
good, and works right, too. TEMIM 
is a puzzle game version of the old 
Rube Goldberg drawings, captured 
elegantly in dynamic grap 
sound. Every one of t 
number of puzzles has 
objective and dozens of od 
to achieve it. A major portio e 
puzzles is attempting to discover 
exactly the best way, using the 
bizarre tools given, to achieve the 
objective. Luckily, this package 
allows full access to the eighty 
original TIM puzzles, so you're not 
stuck on the same puzzle for 


Its 11:30 on a Friday night, and 
here | sit trying to figure out “just 
one more puzzle”. The Even More 
Incredible Machine is my favorite 
kind of game: pure puzzle. As an 
added bonus, this game is also 
well designed, with pleasing 
graphics, good music, an 
to understand (not to men 
planned) interface. In fac 
think of a single thing wron 
this game, except for the in 
sidebar: it was incredibly hard to 
tell how many of a particular item 
you had to work with, since the 
number underneath was so small 
as to be nearly unreadable. For 
this and this alone, | took three 
points off my overall score. The 


As it says on the package, we 
thought The Incredible Machine 
was the best puzzle game of 1992. 
Guess what? Looks like TEMIM 
could well be the best puzzler of 
‘93. For those who missed the 
original game, all of the first puz- 
zles are included here. For 
who played and were stum 
the original game, all of thos 
zles can be accessed right 
the start-up, so if you did get s 
you can now see the puzzles 
beyond where you got to. The real 
meat and potatoes of this game is 
in the additions, though. There are 
about 80 new puzzles for a grand 
total of 160, which gives the game 
that much more life. The new tools 


hours. If you like puzzle games 
and have even a miniscule sense 
of physical humor, you’ll like this 
game. We spent a good bit of time 
replaying our successful solutions 
simply out of sheer joy. As an 
added feature, you don’t have to 
© puzzle in exactly the cor- 
if the objective is accom- 
any way, you've solved 
zie. We had quite a few 
y solutions that we’re sure 
the designers didn’t intend. With 
the freeform studio to make your 
own puzzles, this will keep you 
busy for quite a while firing pistols 
at baseballs to start the mouse 
wheel to turn the gears to pop the 
balloons in order to. . . -Kevin 


manual was good, not to mention 
fun to read. It’s written like a note- 
book on one of the little steno 
pads, and is chock full of visual 
jokes and puns. | was quickly mes- 
merized by this game, and | look 
forward to much more playing time 
nly solved a handful of the 
es, out of 160). For the 
y, there probably isn’t a bet- 
uzzle game package on the 
ket. For days (and more likely 
weeks or months) of maddening 
fun, TEMIM is an excellent choice. 
If you enjoy visual logic problems, 
buy this game. If you don’t like 
them, buy this game. Just buy this 
game. It’s well worth the money, 
and it’s definitely Scottish. -Ted 


are excellent; my favorites are Mel 
and Ernie the alligator. | also love 
the Freeform mode of the game 
where you can create and save 
your own puzzles. This is great, 
because it’s a fun way to live out 
those violent fantasies of sending 
ss streams of Mels into the 
g maw of Ernie and pretend- 
in (pick one) your landlord, the 
C ho pulled you over or nasty 
re lerks. TEMIM has a dedicat- 
ed spot on our hard drive until the 
end of time. It’s that good, and it’s 
that addictive. I’ve already spent 
several nights with “just one more 
puzzle” and the chances are very 
good that I'll be doing that again 
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Body Blows 
by MicroLeague 


Overall 79% 


Rating: 


CGR Game Ratings 
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Playability 
Intelligence 


640K, VGA, 
Hard Drive 
Sound Blaster, 
Ad Lib, Roland 
Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 


No. of Players: 1-2 players 


From Boston to Barcelona, from 
Moscow to Tokyo, come the fiercest 
bone-crushing fighters in the world. 
Meet Nik and Dan, the deadly broth- 
ers from Beantown with a fierce 
hatred for each other. Dan has 
learned to channel his rage into 
bolts of pure aggression, and Nik 
has also mastered his inner ener- 
gies. Junior comes from the boxing 
rings of London, where his killer 
instincts got him banned. Lo Ray 
believes he is an ancient Shao-lin 
monk on a mission of conversion. 
Kossak comes from the hard streets 
of Moscow and it shows. Mike blows 
in from Wall Street in a whirlwind of 
power. Maria, an ex-gymnast from 
Barcelona, strikes blows against 
sexism while Dug uses his head as 
a weapon in Las Vegas. Yit-U fought 
in his native China for everything, 
and his speed and discipline show it. 
Ninja knows the mysterious codes of 
Samurai and the mystical ways of 
the Ninja. Can these fierce warriors 
determine the best among them to 
defeat Max, lord of the criminal 
underworld? 
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Yit-U faces off against Dan outside a beauti- 
ful Shao-lin temple. 


Junior gives his killing boxing gloves a rest 
against Mike, the Wall Street Whirlwind. 


bit 


Lo Ray crouches in his mission to violently 
convert Maria to his warped religion. 
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Mike begins his vicious whirl as Yit-U 
charges powerful energies. 
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Dug uses his head as the Ninja recoils in 
pain and agony. 


BB is another addition to the grow- 
ing line of games with many fight- 
ers who, with the same control 
scheme, have several different 
moves and timing. Originality 
aside, it’s actually a decent arcade 
fighting gemi@melhestemecharacters 
are vari@@y ang the-qraphics are 
sharp enough Gameplay is good 
even on@he Keyboarayyalthough | 
wish that thie Ke yoadmad been 
used for player one instead of two, 
so that solo play would have been 
easier. The computer is a decent 
(if beatable) opponent, so good 
play will require two or more. 
There are nice options like a tour- 
nament mode, but really nothing 
we haven't seen before. -Kevin 


Another arcade-style fighting 
game, Body Blows does well what 
others have done only half-heart- 
edly. Keyboard control is easy 
(joystick control is something of an 
unknown, though, since our joy- 
Stick wWe@glaittworkewWithimthis soft- 
ware: Points Off) andthe Graphics 
are goog) Bach \Gharacterf has a 
Special POWeh Whith iS easy to 
acces§ DY pressing and holding 
the action key. Sound is decent 
and not nearly as annoying as | 
expected it to be (arcade fighting 
games are prone to the most 
abysmal attempts at a decent 
soundtrack). Overall, I’d have to 
say that, if you go in for this sort of 
thing, buy it. -Ted 


| was hoping this game would be 
up to par, as | enjoy a good fight- 
ing game now and again. It is pret- 
ty decent, but it certainly isn’t great 
by any means. There is a good 
amount of technique to the game, 
althougheamatching Led play con- 
vinces metal youGan have some 
success by/SWatting Keys random- 
ly and hoping for the ‘best. What 
helps thiSsgGam@ Owes that it’s 
learnableand by praetising, you 
can steadily improve your game. 
The different characters are fun to 
play around with, too. We couldn’t 
get our joystick to work, which is a 
downer, but the keyboard controls 
work well enough that it wasn’t a 
travesty. -Steve 


The time: World War Il 

The place: The South Pacific 
Wage war for the sole ownership 
of the South Pacific. Historically 
correct battles challenge all, to 
do better than the Navy did as 
it happened in WWII. Not only 
naval combat, but air and land 
combat. Create and transport 
armies to enemy ports through 
air, naval, and bombardments 
from your adversaries to take 
over their bases. 


MANY SCORCHING BATTLES TO 
CHOOSE FROM 

PLAY JAPANESE OR U.S. FORCES 
MODEM PLAY 

EXPERT MENUS OR NOVICE MENU 
SEVERAL LEVELS OF DIFFICULTY 
STUNNING HISTORICAL ACCURACY 
HUNDREDS OF SHIP AND PLANE 
TYPES 

INTUITIVE INTERFACE 


Quantum Quality Productions, inc. 


The “WWII: Battles of the Pacific” 
is for the IBM PC. It can be obtained 
through your favorite retailer or 
ordered directly by calling: 
908-788-2799 

1993° Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 


Quarter Pole 
by MicroLeague 


Overall b L%, 


Rating: 


CGR Game Ratings 
Originality cS Saee 


Playability 
Intelligence 


GAME SPECS: 
Requirements: 386 or better, VGA,640K 
DOS 5.0, Hard Drive 
Sound Support: None 


Controller: Mouse/Keyboard 
Hard Drive Space: 7.5 Meg 


No. of Players: 1 to 10 players 


And they’re off! Enter the world of 
thoroughbred racing in a unique 
first-person perspective with Quarter 
Pole from MicroLeague. Visit the 
Stables, see what horses are up for 
auction, or simply spend your time 
and silicon dinero betting the horses. 
Set in the fictitious arena of Blue 
Rock Downs, Quarter Pole lets you 
try your hand at handicapping, train- 
ing, and owning thoroughbred race- 
horses. There are a variety of sce- 
narios from which up to ten players 
may choose, all with the same goal: 
create a fortune. If you decide to 
own a Stable, you must hire your 
own trainers (making sure they 
aren't running your horses into the 
ground). Buy and sell your horses at 
auction, then enter them in the races 
that will make you rich. There are 
ten races daily, complete with stat 
sheets; a tip sheet from Big Al will 
help you place your bets. A com- 
plete season, including claims, 
allowance, and maiden races, is 
yours with this game; over 125 
Stakes and handicap races round 
out the simulation. 
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JOEL GMAT 
Bet /Cash 
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They’re out of the gate! Will your hors 
come out ahead? 
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Buy your programs and tip sheets from Big 
Al, then hit the betting windows. 


¥ 0:45 © 
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ih Chocolate Sauce #2 
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Its a lonely but pleasing world for the horse 
that stays out front. 
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Jump for joy or tear up your tickets in dis- 
gust; results are posted after each race. 


The essence of gambling lies in 
fear and exultation, winning money 
that counts in an exciting manner 
filled with skill or at least recogniz- 
able luck. This game has none of 
those. It’s silicon money (Wiped 
Out? Staptmowens) wemeeno skill is 
needed to°det of TREtip Sheet and 
make a dec@nt profit, Skill can be 
applied, bufi#t$ probably not worth 
it to decipher all thé fagiGFs. On the 
other hand, the horse owning and 
managing portions seem in-depth 
and realistic. In fact, that’s the only 
draw of this game. QP should 
have had a little more tingle and 
excitement to it; while it contains 
all the trappings of horse racing, 
it's all too superficial. -Kevin 


All the excitement of thoroughbred 
racing (excitement not included). 
This game was basically a let- 
down; it lacks sound, decent 
graphics, and pretty much any 
entertainment value. I’m not entire- 
ly certaingmigut bas@@lion what | 
know abut other\ Software in this 
price range, |P think that. digitized 
sounds Of hOOibeats and crowds 
could easily have BeSA included, 
as well as the starting trumpet. 
MicroLeague apparently saw the 
need to put out a horseracing sim- 
ulation; | just think that they could 
have spent a little more time 
tweaking it, so that it was at least a 
little more fun than going to the 
dentist. -Ted 


For those who like to play the 
ponies, QuarterPole is probably 
the most accurate sim around, 
even if it doesn’t effectively convey 
the sense of actually being at the 
track. Played as simply a gambling 
SIMUlAtiORgebteCAnebe relatively 
entertaininet YOure into it, but the 
real meat ANG posatoees of the 
game is inthe sceNafies where 
you actually Owmmand face the 
horses youfself.“QtratterPole is 
pretty good here as far as accura- 
cy, but again, it doesn’t make me 
feel like I’m at the track. It’s too 
Static. It needs more movement 
and more sound in the background 
to be really effective at making me 
forget I’m playing a game. -Steve 


Seek out the seven secrets of life @ MODEM PLAY The “Red Crystal: Seven Secrets of 


.... Can you forge through the @ 1 OR 2 PLAYERS WORKING TOGETHER _Life’ is for the IBM PC. It can be 
evil that lurks in the depths of the OR IN HEAD TO HEAD COMPETITION obtained through your favorite 


eerie dungeons, the ominous retailer or ordered directly by 
castle towers and the savage BREATHTAKING GRAPHICS 


a 
Calling: 
countryside? Play alone or with e FASCINATING ECONOMIC SYSTEM 908-788-2799 
a salina: Simply, one fine . LARGE VARIETY OF MONSTER TYPES 1993° Q.Q.P. All rights reserved. 
© 


adventure and role playing OVER 50 DUNGEON LEVELS IBM is a trademark of International 
endeavor. AUTO-MAPPING FEATURE Business Machines. 


CyberMan 
by Logitech 


CyberMan is a new type of con- 


_ troller, revolutionary in design, built 


_ specifically for hard-core gamers. It 
allows free movement in three- 
_ dimensional space, instead of limit- 


ing you to only two (as with all other 
mice and joysticks). Ergonomically 
appealing, it incorporates a feed- 
back mechanism that allows you to 
feel the action, instead of simply 
seeing and hearing it. CyberMan 
provides true proportional control in 
flat space, with discrete control for 
vertical space, yaw, pitch and roll. 
Cyberman is guaranteed Microsoft 
mouse compatible. Absolute map- 
ping to the computer's screen gives 
you more motion and more precision 
with less movement. Logitech offers 
a sixty day money back guarantee if 


_ you’re not completely satisfied, and 


CyberMan also comes with a limit- 


ed lifetime guarantee. Your system 
must be running with DOS 3.3 or 
better, and the pulsating feedback 


- requires 2 AA batteries or an AC 


adapter (not included). 


_ jalong with other expensive and 


It looks nice, and feels nice. Unfor- 
tunately, it doesn’t work well. Too 
many problems plague this mouse- 
stick. The software control is by far 
too precise—maneuvers in Windows 
skating on 
careens all 


feel the strain minutes after begin- 
ning the testing. The “pulsating tac- 
tile feedback” is laughable. Expect 
to see this in yuppie catalogs soon, 


marginally useful toys. -Kevin 
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Feel the action, whether you’re bumping your RPG character into a wall or flying your jet 


into the ground at Mach 2. 


Logitech would have you believe 
that Cyberman is the controller of 
the future. | have my doubts about 
that particular statement, but Cyber- 
man does an okay job on some 


ed for about a microsecond when 
the game first loaded (then disap- 
peared). MS mouse compatibility is 
okay for Windows, but nonopera- 
tional for The Even More Incredible 
Machine. -Ted 


The Cyberman takes some serious 
getting used to. | tried it out with 
Lands of Lore and found myself 
banging into walls for a while. It did 
get better after a few_minutes, but it 
was still shave a 
nifty space- 
ergonomic 
had was he 
my hand ed 
mouse, and with the Cyberman, this 
kicks the front end up, so after| 
awhile, my arm got tired. It was a| 
chore to use with Windows and 
TEMIM didn’t work at all. It’s a good 
start, but not quite there. -Steve | 


es 


Cia 


. spear ters aa nate 
i OL er 


: Choose what type of hero you'll be-Fighter, 
Magic User, or Thief. 


The Dark One awaits. After 200 years of slumber, he wants you in a bad way. He’s 
summoned some dreadful hosts, too. Naughty Nastimosts, vicious Vampires, wicked 
Wyverns, raucous Revenants, nefarious Necrotaurs, and a crazed wizard named 
Cranium. These are just some of the dark forces you must take on single-handedly. 


Lucky you! 


¢ Create your own character, choosing a Fighter, Magic User, or Thief. Puzzles, 
combat, and obstacles change according to your character type and development 


Pick your combat type-from pure strategy ¢ Start fresh or import your character from Quest for Glory I, II, or III. 
to thumb-twitching arcade action. ; i= 
—— ¢ Fight monsters with a sophisticated new battle system that lets you choose skill 


level and combat type-from pure strategy to adrenaline-pumping thumb- 
twitching arcade action. 


¢ Unravel A LOT of puzzles-nearly three times as many as found in other 
adventure games. 


Dark settings and light-hearted humor : ee 
combine in this fun-filled fright fest. See your local retailer or call: 1 (800) 757-7707 


by STD Entertainment 


PC Commander is a standard two 
button analog joystick. It is compati- 
ble with PC, XT, and AT class com- 
puters, as well as single and multiple 
shot control through a pair of auto- 
fire buttons built onto the base. Auto 
centering and X and Y axis trim con- 
trols add to the design. For those of 
you who don’t like to hold a joystick 
on your lap (or who hate having their 
joystick slide around on the desktop 
as you attempt a full speed over- 
head loop), PC Commander also 
comes with suction feet to hold it in 
place. But wait! There’s more! PC 
Commander also comes with its own 
diagnostic software, a product called 
MegaZoom. This software allows 
you to fine-tune your joysticks con- 
trols, telling it exactly where you 
want top dead center to be, and two 
potentiometers on the underside of 
the base allow you to adjust the 
resistances for X and Y axis control. 
What this means is that you get a 
joystick with control that is hyper- 
attuned to any slight changes in 
directional variance, since changes 
in resistances determine how your 
computer translates joystick move- 
ment into software effects. 


This is a good stick. Calibration is 
exact, if difficult to achieve. The 
ergonomics are good and the but- 
tons are tight and responsive. The 
base is somewhat small, but suction 
cups allow Ton my styleyof play, 
which iS Mine tap With’ a hardback 
book undemeath for Stability. My 
only complaints ms light weight, 
which makes me fear for iis longevi- 
ty. The best feature is the precision 
that it allows; on all the flight sims | 
tried, the joystick returned easily to 
center even after minor adjust- 
ments, making course corrections 
simple. -Kevin 
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IBM PC, XT and AT compatible 


| believed this stick felt a little flimsy 
when | first pulled it from the box, 
and | thought, “Oh great. Just what | 
need is something that can’t with- 
stand the torture test.” After | loaded 
the MegdZoom software, tuned the 
joystick, amaetook it for\a ride on 
SVGA Hastier, was more than a lit- 
tle pleaséd. Since the Stick is so 
well tuned after running the diag- 
nostics, | didn’t need to torture it. It 
responded to the.slightest move- 
ment on my part, but still left me just 
enough free play at center that 
incredibly light movements there 
didn’t translate. -Ted 


PC COMMANDE 


SV#207 


This is a pretty good stick. It’s not 
too big to hold and it can also attach 
to a desk or table top. | found it to 
be pretty responsive when playing 
X-Wing, although not as good at 
fine comtfol as the 4A Products 
Mach 1,\Whieh tusuvally_use to blow 
up TIE Fighters, On Privateer, how- 
ever, ittWas Nearly periect. | was 
taking oUt Dralihi ships inthree min- 
utes flat using this stick. The cali- 
bration software, while kind of a 
pain in the tush to use, is worth the 
effort, since it makes a good joystick 
work that much better. This is a 
keeper. -Steve 


Witt Fusion CD 16, You 
WOULD HAVE HEARD IT COMING. 


drive and powerful amplified speakers, you'll experience 


Because your PC’s performance 1s 


still at ground level, you’ve just the screaming highs and shuddering lows of a top 


become a painted star under his performance, interactive upgrade 
system. Plus, you get a cargo load 


of CD-ROM software. Including 
Compton’s Multimedia 


cockpit canopy. So before you select 


“New Game’, jet to your phone and 


call Media Vision Resource, where 
Fusion CD 16" is on sale for just Encyclopedia, Battle Chess, 


$399. That’s not much for a 


complete multimedia system that brings 


Mantis, and Civilization! But react 


fast, this offer is good only while 


Media Vision’s award-winning, 16-bit supplies last! After 
g, PI 


“sound of adventure” to your PC. And that, it goes down 


e 

& 
; : ; e 
because Fusion CD comes equipped in flames! Call 4 


with an internal or external CD-ROM Media Vision today. MEDIA VISION 


Call 1-800-684-6699 for information. ©1993 Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. (510) 770-8600. Fusion CD 16 is a trademark of 
Media Vision, Inc. All other trademarks and registered trademarks are owned by their respective holders. Any and all bundled software subject to change without notice. 


Personal Golf Analyzer 
by Villa Crespo 


Anyone who plays golf knows that 
correcting the problems in their 
game is one of the most frustrating 
parts of the sport. Everyone who’s 
ever held a golf club has needed 
help at one time or another. From 
novice duffers to zero handicappers, 
Villa Crespo’s Personal Golf Analyz- 
er can be a big help. 

The more you know about your 
game, the easier it is to correct any 


Firestone Country Club 
Akron, Ohio 


by Access 


Industrialist Harvey Firestone cre- 
ated this famous course in 1928 for 
his employees. The course was 
completely redesigned in 1959 by 
Robert Trent Jones. Since that time, 
the South Course has become one 
of the premier stops on the PGA 
tour. In the past, it has played host 
to the PGA Championship and is 
currently the site for the NEC World 
Series of Golf. Every year in August, 
top golf pros from around the world 
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problems you might be having. PGA 
allows you to keep accurate records 
of each round of golf you play, giving 
you a complete evaluation every 
time. ) 

PGA will tell you if you’re having 
the most trouble off the tee or if 
shots out of the sand are what’s 
making your score go through the 
roof. Study the statistics for a single 
round or track your progress over 
the last twenty times you’ve played. 
PGA will even calculate and track 
your handicap. 


arrive in Akron to test their skills 
against one of the best courses in 
the United States. 

As with other courses designed for 
Links 386, Access has done a 
superlative job of capturing not only 
the look of the golf course, but also 
the setting and feel of entire layout. 
Now you don’t have to travel all the 
way to Akron to try your hand at 
taming the course that has been the 
downfall of many a pro. 

Flrestone continues Access’ tradi- 
tion of creating high-quality golf 
courses for use with Links, Links 
386 Pro and Microsoft Golf for Win- 


Operating the software couldn’t be 
easier. Simply enter the name of the 
course, the par for each hole, how 
many strokes and putts it took you to 
hole out and the program does the 
rest. For those who really want infor- 
mation they can use, pie and bar 
charts can be created, and the sta- 
tistics for any round or series of 
rounds can be printed out for future 
reference. Improve your score with 
PGA! 


Golf 
SULLANE 


ROYAL TROON 
ST. ANDREWS 
ROYAL TROON 
CARNOUSTIE 
ST. ANDREWS 
GULLANE 

CARNOUSTIE 
ROYAL TROON 
ROYAL TROON 
ST. ANDREWS 
ROYAL TROON 
CARNOUSTIE 
ST. ANDREWS 
ROYAL TROON 
ST. ANDREWS 
CARNOUSTIE 
CARNOUSTIE 
GULLANE 
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TECH SPECS 


Villa Crespo 


Drive Space: 
$14.9 


dows. In addition to the magnificent 
setting of this course, players will 
also experience realistic game play 
and action. Beneath the richly 
detailed exterior lies a golf course 
that is capable of driving the most 
experienced PC duffer to tears. Give 
Firestone a swing if you think you 
can handle it. 


me 
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Drive Space: 
Retail Price: 
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Tactical Operations 
by Origin 


Six months into a nice vacation, 
you've purchased some new planes 
and completed the repairs to your 
_ base. Everything is looking up, but 

then the Turkish government 
decides to take an even larger tax 
bite out of the Istanbul mercenary 
squadrons. The groups that can 
afford to leave have already done 
so, and others have closed up shop. 
Missions are getting harder to come 
by as contacts drift away to other 
spots to find the mercenaries they 
need. What can an honest merc do 
in a situation like this? You can 
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Doodlemation 
by Maxis 


Got a few minutes? Bored? Need 
a jolt of creativity? If you’ve ever sat 
around looking at your Windows 
screens wishing you had something 
more enjoyable to do with your time, 
Doodlemation could be the product 
for you! 

Operating is simple. Just click on a 
shape you want, a path you’d like it 
to take and the color you want it to 
be. Then, hit the start button and 
watch your doodles take life across 
the screen! Multiple doodles can run 
at once, creating thousands of inter- 
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either stay and pay the higher rates 
or try to move your operation to 
another part of the world. Either 
way, it's going to take a lot of mis- 
sions for a lot of money. 

Strike Commander Tactical Opera- 
tions adds three new aircraft; the B- 
1B Bomber, the F-4 Phantom and 
the F-117 Stealth Fighter. New mis- 
sions will take you to exotic locations 
around the globe like Hawaii, South 
Africa, Syria, Siberia, Nicaragua and 
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esting patterns to soothe your brain 
and help get your creative juices 
flowing. 

While the pattern is running, you 
can sit back and enjoy it, or stop it in 
mid-doodle and make adjustments. 
Freeze it with the easy-to-use VCR- 
like controls and change whatever 
you like before starting it up again. 

lf you find a pattern you’re particu- 
larly proud of, you can use it to cre- 
ate new Windows wallpaper. As an 
added bonus, you favorite animated 
patterns can be used as Windows 
screensavers as well. Doodle direct- 
ly on screensavers or start up Doo- 
dlemation from your screensaver. 


Ireland. Your dogfighting skills had 
better be honed to the maximum, 


since they are the only thing that 


Stands between making it home 
safely and crashing and burning. In 
fact, your skills may eventually be 


the only thing that can prevent glob- 


al nuclear holocaust! 

Strike Commander Tactical Opera- 
tions takes an additional 7 Meg of 
hard drive space. These missions 
require the original Strike Comman- 
der game to play. 


TECH SPECS 
PC and compatibles 


“Ol 
Drive Space: 
Retail Price: $29.95 


Requires: 


Strike Commander 


: SS ————e 
clal Window Help 
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Doodlemation is very simple to 
use. The interface is set up as a 
point-and-click menu. To access a 
new shape or color, just click on the 
one you want. Sounds are included 
but can be turned off at any time. 
Doodlemation takes up less than 
one Meg of hard drive space and 
requires Windows 3.1 to run. 


TECH SPECS 


PC/Window 


Add'l Hard 
Drive Space: 


S 
Retail Price: $29.95 


WARNING: BRIX is likely to become habit forming. Have your family and 
regularly for signs of addictive behavior. 


‘tae am 


Word Attack 3 


by Davidson 


To be successful in both school 
and business, it helps to have a 
strong vocabulary. With Word Attack 
3 and the assistance of M. C. (Most- 
ly Chrome), you can strengthen and 
improve your vocabulary. With over 
3200 words included in the program, 
almost anyone can benefit from this 
educational game. 

Or is that games? Word Attack 3 
comes with five different games to 
help you learn and retain the new 
words you'll be learning. Each game 
is easily accessed from the main 
screen. 


The first game is the Tile Game. 
Here, you’ve got to find the correct 
definition for the words on the top 
tiles. You have to act quickly, 
because as you page through the 
definitions at the bottom of the 
screen, the clock is running. 


fictivity 
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After mastering that game, move 
on to the Presentation Activity. This 
game again presents words and 
their definitions, but helps the player 


| not common: out of the ordinary 


get a better grasp on their usage by 
also providing them with a sentence 
with the words in context. 

The third learning game is the 
Maze Game. Here, M. C. must cor- 
rectly define each word before he 
gobbles them up. Speed and some 
planning skills are useful here. 


Ete Word List Activity 


Lenguage Fonts Help 


Fourth is the Hat Game. M. C. 
must throw his hat at the word that is 
correctly defined at the bottom of the 
screen. The clock is running, so a 
wrong guess will deduct points from 
your score! 


file 
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Finally, the Crossword Puzzles 
offer you the chance to place the 
words you’ve learned into sen- 
tences. Here, you can also create 
all-new puzzles by entering your 
own word lists. 

Word Attack 3 will provide hours of 
educational fun for anyone with the 
desire to learn a little more about the 
words they use. Everyone can bene- 
fit from a Word Attack! 


TECH SPECS 


Developer: Davidson 


Sound Blaster and 
compatibles 
a ae 
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PREPARE FOR THE FIGHT OF YOUR LiF£! THE AWARD-WiMNIMG GAN THAT 
Took EUROPE BY STORAA HAS ARRIVED iW THE USA! BODY SLOWS HAS 
PUNCHED, KiCKED AMD CLAWED iTS WAY TO ANM\ERICAM PCS ... 

AMD iT MAAKES OTHER PC FIGHT GAMES LOOK LiKE LOVERS QUARKELS. 


“. Street Fighter 2 was dedared the best ever beat ‘em up ... but its reign was a short one ~Body Blows has fist taen the ile witha Kroceonrt im the frst round. 
Slick graphics, a decent soundtrack, and palm-sweatingly frantic gameplay make this one a must for anyone wftitra pencharrk for midlets ‘wrolennca.” 


---(U Amiga, U.K. 
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FOR ANORE IMFORANATION, CALL ANICROLEAGUE | 800-494-6572 : 
UVIVERSITY OFFICE PLAZA, BELLEVUE BUILDIWG. SUIT 201, 262 CHAPAAAM ROAD, MEWARK, DE [9702 
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Rime TECH SPECS 


fee Developer: | Novotrade International 


PC and compatibles 


story helps to sharpen reading, deci- |i Sa i | 2a) VGA graphicsy 
ion making, and storytelling skills, Re SE ——s — 
while allowing the kids to experience | JIE = soe a : ice Meine : 
some of the adventure found in the = ess a ee SHA hd AROS. 


early Peter Pan stories. The inter- 
face is straightforward and quite 


ve interaction with the 
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Or do you always sweat 


like that? 


If you think you’ve seen some heavy fire and hot action 
before, welcome to a real blast. 

CyberStrike 1s pure, non-stop exhilaration from the minute 
you're deposited into your CyberPod.' 

The goal? It’s simple enough. All you have to do is establish 
control of a city by dropping power towers in stategic locations. 
You've got your teammates to help you; you’ve got your two- 
legged CyberPod to get you around town; there are extra mod- 
ules you can pick up to give your pod different capabilities. 

So what’s the problem? 

Those other guys. The ones who are also online, on other 
teams, trying to blast you and your buddies to kingdom come. 

While you’re careening around the city, setting up power 
towers and trying to blow away the other teams’ towers and 
‘Pods, they’re trying to do the same to you. And the farther 
you get from your own towers, the weaker you become. Stray 
too far and... well, sayonara. Of course, you can just hop in 
a new, stripped-down CyberPod and jump back into the fray. 

By the way, did we mention tower munchers, fog, rain and 
darkness? And did we tell you that when you finally get 


| For IBMs and compatibles only, graphic interface required and available for selected machines. 
2 U.S. prices. Non-prime time from 6pm to 8am Mon. - Fri. local time and all day Sat. and Sun. 
plus selected holidays. 


comfortable with your game, there’s always a new city and a 
higher level of play where you'll be quickly annihilated? 

But that’s what's so “breakthrough” about CyberStrike. It’s 
multi-player gaming in a virtual reality environment that’s easy 
to enjoy, impossible to master. 

Fortunately, with our new prices you don’t have to worry 
about spending a fortune while you try. 


It's not just an awesome game — 
it’s at a great price. 


CyberStrike is more than fantastic fun. It’s affordable fun. 

That's because GEnie has unbeatable prices along with the 
most awesome multi-player games available today. Our online 
connect rate 1s the lowest in the online arena — just $3 an hour 
in non-prime time. 

Plus our monthly subscription rate is a low $8.95 a month. 
And that includes a credit for your first four hours of $3 an hour 
connect time each month! 

So what are you waiting for? For just $8.95 , you have four 
hours to explore the vast universe of GEnie’s multi-player 
sames — and to discover the incredible game of CyberStrike. 

And prepare to sweat bullets in the coolest game ever. 


CyberStrike" 


(,Enie 


multi-player games 


Meet us in CyberStrike 
available exclusively on GEnie. 
Here’s how to sign on: 


1. Set communication software for half duplex (local echo), at 
300, 1200 or 2400 baud. We suggest using the communication 
parameters of 8 data bits, no parity and | stop bit. As an alter- 
nate, some PC compatibles may use 7 data bits, | stop bit, 
even parity. 

2. Dial toll free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please note: 
{very time you sign onto GEnie, you need to enter HHH 
upon connection. ) 


3. At the U#= prompt, enter XK Y 95117, MUNCHER 
then press <RE TURN> 
4. Have a major credit card ready. In the U.S., you may also 
use your checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA and 
MasterCard only. 

For more information in the U.S. or Canada, call 
1-S00-638-9636 or write GEnie, ©/o GE Information Services, 
P.O. Box 6403, Rockville, MD 20850-1785. 


EE 
—=— SIMUTRONICS 
“Mp kk AT UT Ol 
Effective date as of 7/1/93. Prices subject to change without notice. 
CyberStrike is a trademark of Simutronics Corporation. 


GEnie is a registered trademark of General Electric Company. 


©1993 General Electric Company. Printed in the U.S.A. 
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Beaten all the boxed 
games? Done the arcades to 
death? Try CyberStrike, the 
wild new multi-player game 
on GEnie where you hop into 
a two-legged CyberPod and 
battle it out against other 
real live humans for control 
of a virtual reality city. The 
action’s fast and furious. But 
even if youre new in town, 
you won't get blown to 
Kingdom Come. Well, not 
right away at least. In fact, 
CyberStrike is so easy to 
learn, you might actually 
live long enough to waste 
someone else first. And best 
of all, it only costs three 
bucks an hour. So strap 
yourself inside a Pod and 
come out shooting. You've 
got nothing to lose. Except 
your life. 


GEnie. 


multi-player games 
100% ORGANIC OPPONENTS 


SIGN UP NOW: 1. Set your modem 
for half duplex (local echo) at 300, 
1200 or 2400 baud. 2. Dial toll free 
1-800-638-8369. Upon connection, 
enter HHH 3. At the U # = prompt, 
enter XKY95117,MUNCHER then 
press RETURN 4. Have a major 
credit card or your checking account 
number ready. For more informa- 
tion in the U.S. or Canada, call 
1-800-638-9636. 
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*Here’s the fine print. GEnie multi-player games and support services are $3.00 an hour in non-prime time: 6 p.m. to 8 a.m. local time Mon.-Fri., all _-= 
day Sat. and Sun. and selected holidays. There’s also an $8.95 monthly subscription fee. Each month, you'll get credit for up to four hours of non- —=- SIM UTRONICS 
prime time usage. Any surcharges incurred apply to all hourly usage, including your first four hours. “Weooer roto 
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Reader Rabbit 3 


by The Learning Company 


Reader Rabbit was browsing 
through the want ads, when sudden- 
ly he found a job situation that 
caught his eye: 

Wanted: Junior Reporter. 

Will Train. Contact Daily Skywriter. 
“This is just the ticket!” he thought. 
He jumped up and rushed downtown 
to apply for the job. Reader knew he 
needed to sharpen up on his reading 
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and writing skills, and he felt this job 
would be sure to help him. Ed Word, 
the editor of the Daily Skywriter, and 
the rest of the staff was eager to let 
Reader join the team. Ed was a 
good judge of potential, and he 


jsat on a park bench. 


[A skunk and a raccoon on a 
jbench last night. 


At midnight sot Ralph an a park 
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Find the sentence with this order: | 
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lick on a sentence to : 
choose it. 


knew Reader would be a top-notch 
reporter, as long as he had the help 
of youngsters who could lead him as 
he wrote stories and reviews. 

Your child takes on the role of 
Reader Rabbit, and gets a lot of help 
in writing, vocabulary and editing 
Skills as he guides the eager bunny 
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through the game. Reader and your 
child will help out in four different 
departments, from investigative 
reporting to movie reviews. As his 
skills improve, Reader will advance 
in his responsibilities as his skill lev- 
els increase automatically. 

To help him on his way, the pro- 
gram utilizes as simple point-and- 
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click interface which allows kids to 
quickly learn how to maneuver 
around within the program. At each 
stage, some sort of reading or writ- 
ing problem will be displayed. Read- 
er must choose the correct answer 
to each question in order to advance 
to the higher levels. Once a level is 
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Click to go on. 


completed, one of the paper’s staff 
members will offer a hearty congrat- 
ulations to your child for his 
advancement. 

Kids can use the program to finish 
stories by picking the correct prepo- 
sitional or adjective phrases, build 
reading comprehension skills by col- 
lecting clues, and develop deductive 
reasoning skills by using the clues to 
solve mini-mysteries within the over- 


all story. In Rave Reviews, kids can 
help Reader write movie reviews of 
the latest flicks, and see a cartoon 
depicting the often hilarious action. 
A customization feature lets parents 
tailor activities to each player’s spe- 
cific abilities, and they can even get 
a printout of the stories they’ve writ- 
ten as a Staff reporter for the Daily 
Skywriter. 

For a great reading and writing 
educational tool, rush out and get 
the inside scoop on Reader Rabbit 3 
by The Learning Company! 


TECH SPECS 
Developer: | The Learning Company 


PC and compatibles 
VGA graphics 
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The New Kid on the Block 


by Broderbund 


This latest entry into Broderbund’s 
Living Books translates Jack Prelut- 
sky's poetry into a funny multimedia 
learning experience for kids ages 9 
to 12. Jack Prelutsky has been 
delighting children for years with his 
poems, and he himself reads four of 
the selections in this program. He 
has written over thirty books of 
verse, and is currently working on 


The New Kid on the Block 
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There's a new kid on the block, 
and boy, that kid is tough, 

¢% that new kid punches hard, 
¢@ that new kid plays real rough, 


poems for at least three future 
books. All this ensures that the 
poems read for this program are 
exciting and funny, and help children 
with basic reading skills while enter- 
taining them as well. 


My Sister Is a Sissy 


@® My sister is a sissy, 
@@ She's afraid of dogs and cats, 
@® a toad can give her tantrums, 
@@ and she's terrified of rats, 


With this, the first interactive poet- 
ry book, children are encouraged to 
learn the meaning of words by 
exploring poems. They’ll meet an 
ugly dog, a leaking baby and the 
exploding Bloders. They'll giggle at 
the antics of a chorus line of 40 
dancing bananas, and laugh as the 
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fearless Tillie eats her famous fiery 
chili and barely survives to ask for a 
second helping of the searing soup! 
Living Books are a giant step 
beyond ordinary electronic books; 
they are well-known works by best- 
selling authors, that come to life with 
characters that can speak, sing, 
move and dance across the comput- 


When Tillie Ate the Chili 


®” When Tillie ate the chili, 

‘e» she erupted from her seat, 

‘ey she gulped a quart of water, 

‘ey and fled screaming down the street, 


er screen. With sound effects, 
music, humor and many animations, 
this book is a whole new learning 
experience. 

For example, in the Homework! 
Oh, Homework! poem, the reader 
can click on the screen and experi- 
ence one of six different animations. 


SSSHSSHHRR 
HHHHS HS HHS 
HESSHHSRHS 
HRS SSSSSHS 


t=9 We're FORTY PERFORMING BANANAS, 
in bright yellow slippery skins, 

6s our features are rather appealing, 

tg though we've neither shoulders nor chins. 


Click on eat spinach and the charac- 
ter’s face turns a sickly green. Click- 
ing on ten brings up ten happy por- 
cupines that really shake up the stu- 
dious boy. The Teacher will pile on 
more homework, while pet porcu- 
pines will cause the creatures to 
fling their needles far and wide. 
Children don’t just read Broder- 
bund’s Living Books, they live them. 
Other selections in the Living Books 


My Dog, He Is an Ugly Dog 


&=3 My dog, he is an ugly dog, 

&=2 he's put together wrong, 

&=% his legs are much too short for him, 
&=3 his ears are much too long. 


line-up include The Tortoise and the 
Hare, Arthur’s Teacher Trouble, and 
Just Grandma and Me, with more 
great titles on the way. The simple 
to use point-and-click interface 
ensures that children will have no 
problems if they want to repeat a 
favorite part of the poem, go back or 
skip ahead in the reading, or view 
the funny animations. Because there 
is no time limit, kids can do all of this 
and more at their own pace. No 
need to rush through the reading! 
Introduce your kids to poetry today! 


TECH SPECS 
Developer: Broderbund 


PC and compatibles 
Super VGA graphics 


Sound Blaster 
and compatibles 
6 to 1 


Retail Price: $39.95 
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Introducing a new breed of software. A new weer 7 aa 
extreme. A quantum leap in combat simulators. 
It doesn't push the envelope. It shreds it. 
Mechwarrior Il: The Clans creates a new reality. A world of sights, sounds and action 
- that can bring you to the brink of sensory overload. Feel what it's like to control 
, 100 tons of pure hostility, with enough firepower to 


vaporize a squadron of F-15s. Atop a 31st-century 


BattleMech four stories high, you're thrust into the 
most eye-popping missions imaginable. Each mission a frenzied fight for victory, honor 


and the glory of The Clan. Mechwarrior Il is a guaranteed adrenaline rush. Go 


One-on-one in real-time via modem. Pick from 16 phenomenal ‘Mechs and 40 


futuristic weapon systems. Use multiple 
POVs. Select from hundreds of missions in 


every conceivable environment. Choose 


instant action or a complete career. Mechwarrior Il: The Clans, so 


ACTIVISION. 


Mechwarrior Il: The Clans is available for IBM and compatible computers. 
SNES version also available. To order see your local retailer or call (800) 477-3650. 


BattleTech, BattleMech, ‘Mech and Mechwarrior are Registered Trademarks of Fasa Corporation 
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To read Kasparov's mind, 
simply refer to the second board. 
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Gambit’s engine won the world 
title so watch your step. ELECTRONIC ARTS 
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ps es of dhe recent past. 
Since this is the end of the year, let’s 
tackle the latter and leave the pre- 
dictions for another installment. 
Electronic gaming had a momen- 
a tous 1993. Interactive entertainment 
reached new heights of popularity, 
and it was a rare day when some 
) acai! of gene wasn't in the 


_ newspaper headlines or featured on 
radio and T.V. broadcasts. 
. _ Following the field on a day-to-day 
oo basis, it's hard to capture the big pic- 
— ture. That’s why this month’s “Com- 
puter Confidential” focuses on 
trends. These are the seven most 
important gaming trends of 1993 
a (ntl in order of importance): 
The Digital Highway. The multi- 
. ~ billion- dollar merger between cable 
operator TCI and telecommunica- 
«tions giant Bell Atlantic capped a 
- -year of similar deals. Like other 
agreements, the TCI/Bell move aims 


ab positioning the company to capi-- 


talize on the coming revolution. : 
; At the present time, the U.S. is 
-nine-tenths of the way to having a 
fiber optical network that connects 

: Le aaa homes. Within a few 


yh 


_ years, that final tenth (the connec- 

tion between telephone trunk lines 
_ and individual homes) will be 
, Upgraded. This creates the Digital 


Highway, a cyber-conduit for every 


n litor of | a type of electronic software. 
Arnie ives ‘readers of r Gon piel 
Game Review and CD-ROM Enter- © 
tainment an EINBICSES look at Ss 


The Entertainment Giants 
Cometh. Electronic gaming must be 
doing something right, because 
game companies are suddenly a hot 
commodity. Westwood Studios, 
Icom Simulations, Crystal Dynamics 
and Psygnosis are just four of many 
companies which made conglomer- 
ate connections in 1993. 

They won't be the last. By second- 
quarter 1994, CGR will have 
announced several more such 
acquisitions. 

They make sense. The conglom- 


erate gets expertise in interactive 


entertainment, and the previously 
independent developer or publisher 


gets the megabucks needed to pull 
off hot licensing deals and develop 
those expensive multimedia titles. 

The Ratings Debate. “Mortal 
Kombat Monday” crystallized the 
developing controversy of the theory 
and practice of rating video games. 
Media watchdogs and parents’ 
groups have praised Sega’s system. 
The company has also gotten thou- 
sands of calls from appreciative par- 
ents and from adults who like the 
way MA-13 and MA-17 draw their 
attention to more mature titles. 

Most likely, the electronic gaming 
industry will advance to a compre- 
hensive rating system within the 
next few years, but some software 
publishers will start using the Sega 
guidelines in the interim. Sierra has 
reportedly affiliated with the effort. 

Americans Make Hardware. 
Domestic production of electronic 
gaming hardware and software is 
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wittt A 


rebounding from the low reached in 
the 1980s. The 3DO, Amiga 32, and 
Jaguar have energized manufactur- 
ing, though the first 3DO players are 
scheduled to come from Asia. 

The Multimedia Explosion. The 
success of CD-ROM and the Sega 
CD, coupled with the introduction of 
black box multimedia consoles for 
use with TV sets, has triggered an 
explosion. The audience for interac- 
tive multimedia entertainment has 
grown steadily so far in the 1990s, 
but sales started to soar in last six 
months of 1993. 

Widening Audience Demo- 
graphics. That’s a fancy way of say- 
ing that gamers have become a larg- 
er and more diverse group. Five 
years ago, electronic gaming was 


INTUAL 


polarized: the grammar schoolers 
played video games and the over- 
thirties liked computer software. 

The introduction of 16-Bit video 
game machines gave designers 
much more latitude to inject depth 
into cartridges that many found lack- 
ing in the 8-Bit era. During the same 
period, audiovisual output for com- 
puters went through a metamorpho- 
sis. Out of the cocoon of CGA came 
the SVGA butterfly. The introduction 
of Q-Sound holds promise of having 
the same liberating influence on 
game audio. 

Electronic gaming is now a hobby 
for all ages. That’s what has 
unleashed a record amount of multi- 
platform publishing. Almost over- 
night, it has become a rare event 
when a major license isn’t offered in 
cartridge, computer, portable, and 
maybe even multimedia editions. 

Next issue continues the retro- 
spective. I'll present my list of the 10 


most significant computer and multi- a 


media titles of 1993. 
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HACK YouR WAY THROUGH THE DUNGEONS Or YOUR NIGHTMARES! 


here’s only one thing better than wielding — This single-character AD&D fantasy role-playing 
wits and weapons in a danger-filled AD&D". adventure is easy to use. Generate your character 
dungeon adventure — and that’s wielding _—sfrom 6 races and 12 character classes (including 
them in limitless danger-filled dungeon ae 7 aca select dungeon difficulty, and off 


adventures! Which is what 
you get in Dunceon Hack.’ 
With the randomized 
dungeon generator, | 
custom set-ups and 
over 4 billion possi- 
/ble dungeons, no se 
two games need 7 
/ ever be alike! F 


you go! Auto-mapping charts your 
.explorations with printable maps. | 
Passwords let you re-use, 

favorite dungeons or let your 
friends generate the same 
dungeons in their game. 
Want more? Digi- 

tized sound effects 

and 256-color VGA 
graphics make 
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& COMPATIBLES @ j j . 
SM i. and over aqain! 
\ CD-KOM S 
\ AVAILABLE 


| _ To order, visit your 
| retailer or call: 
. as 800-245-4525 

' _with visa/mc 
- (US. & 
Canada 
only). 


© 1993 TSR, Inc. 
© 1993 Strategic Simulations, Inc. 
All rights reserved. 
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This column accents fandom’s 
positive aspects. Two reasons: To 
encourage nonfans to sample the 
better fanzines, and because that’s 
my nature. I’d rather praise achieve- 
ment than chastise flops. 

However, it may be unfair to give 
such a one-sided picture ai/ the time. 
So | want to mention one of fan- 
dom’s problems: over-competitive- 
ness. While most fans don’t suffer 
from this, examples are not rare 
enough. 

Professional magazines compete 
for paid circulation and advertising 
dollars, but neither is an issue for 
fanzines. Faneds pool mailing lists 
and exchange names of likely con- 
tributors in all other fandoms, and 
they should do the same in ours. 
Most electronic gaming fans extend 
a helping hand to newcomers, but 
some see other fanzines as rivals. 

That’s inappropriate. The more 
good fanzines, the more entertaining 
the hobby will be. So it’s in every 
fan’s self-interest to nurture others’ 
enthusiasm and help them do their 
best. Hey, would you rather receive 
a bunch of bad fanzines or a similar 
stack of good ones? 

Speaking of stacks, I’ve got one 
on the corner of my desk. It won't 
shrink if | don’t start the reviews, so 
let’s get to it! 

Digital Press #14 

Edited by Joe Santulli 

44 Hunter PI. 

Pompton Lakes, NJ 07442-2037 

Bi-monthly, $1 per issue, 10 pages 

This a special issue of one of the 
most consistently entertaining and 
informative fanzines. It salutes Jeff 
Cooper and Dane Galden, winners 
of the second annual electronic 
gaming scavenger contest. Russ 
Perry, who led the way in the inau- 
gural event, come in a close second 
to the pair. 

_ The results of the contest, includ- 
ing photos of key items, fill virtually 
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all the space this time, but Santulli 
will return to his regular format next 
time. Send for a sample and see 
why Digital Press is a contender for 
the Best Fanzine award. 

High Density #4 

Edited by Jonah Jackson 

56 Glenview Dr. 

San Francisco, CA 94131 

Monthly, $1 per issue, 20 pages 

Despite its slightly misleading title, 
Jonah’s “Computer vs. Video 
Games’ article raises many excel- 
lent points and should be required 
reading for all electronic gaming 
fans. | applaud High Density’s 
desire to roam across the entire 
spectrum of the hobby, instead of 
limiting reviews and opinions to just 
a few platforms. Fans who choose 
up sides and root for one company 
or system are cheating themselves 
and, in the process, creating unnec- 
essary divisions among fans. 

Ably assisted by Greg Bemis, 
Jonah reviews major video and com- 
puter games, chats with readers in 
the letter column, and tees off on his 
current pet peeve, fighting games. 
High Density also includes material 
about non-gaming subjects, but it’s 
all fairly well done, and interactive 
entertainment is still very much in 
the spotlight. 

The Laser #4 

Edited by Michael Palisano 

2 Rock Ridge Dr. 

Norwalk, CT 06854 

Bi-monthly, $1.75 per issue 

18 pages 

This month’s most improved 
fanzine starts off with a fire and 
brimstone piece about the relative 
cost of video and computer games. | 
don't think Mike considers all the 
factors that make cartridge games 
more expensive than one on disk, 
but it’s unquestionably lively reading. 

Along with the expected game cri- 
tiques, letters, fanzine reviews, and 
news, Mike tracks the ups and 


downs of the professional maga- 
zines. He shoots his opinions with 
both barrels, but he shows a good 
understanding of what makes a 
good magazine. 

The Laser has developed a 
unique visual presentation that fea- 
tures futuristic, ornate headings. 
Some may find them a little busy, 
but | think they fit the fanzine’s name 
very well. Using fewer solid blacks 
might improve the reproduction, 
though. 

Mike Palisano’s commitment to 
improvement is paying off for The 
Laser. It has already fulfilled some 
of its early promise, but the best is 
definitely still to come. A sample 
copy will make you a regular reader. 
MEGAmania #1 

Edited by Jim Pittaro 

18 Old Coach Rad. 

Hudson, NH 03051 

Bi-monthly, 75¢ per issue 

14 pages 

One great thing about publishing a 
fanzine is that, if you aren’t satisfied, 
there’s nothing to stop you from 
overhauling it. That’s what Jim did. 
Total Supremacy is history, and 
this all-Sega fanzine is the brand 
new replacement. 

Although this issue had show- 
through on a couple of pages, the 
overall appearance is distinctly bet- 
ter than prior Pittaro-zines. The 
tighter focus has improved readabili- 
ty. MEGAmania covers the Dracula 
Sega CD title this time and will cover 
more multimedia in future issues. 

MEGAmania #1 is a good start. 
I’m looking forward to the next one. 


Attention fanzine editors: If 
you’d like your fanzine reviewed 
in this column, send it to: Arnie 
Katz, 330 S. Decatur, Suite 152, 
Las Vegas, NV 89107. I read and 
Save every zine sent, and I'll try to 
describe as many of them as pos- 
sible each month. 
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‘Round Christmas, the Fur Starts to Fly! 


Welcome back to another install- 
ment of the latest news and views 
from the wonderful world of enter- 
tainment software. Our trip around 
the industry this month starts at Villa 
Crespo who have three tasty 
appetite-whetting announcements to 
make. First of all, the Coffee Break 
Series has been such a success 
that VC is putting the games out on 
CD-ROM. The word on how it’ll work 
is that the CD will basically be a 
Storage device in that you have to 
install a game to your hard drive to 
play it, however, when you quit, the 
program deletes the game from your 
drive, freeing up space, but leaving 


your save games so you can always 
pick up where you leave off. Also, 
Rosemary West’s House of For- 
tunes will be CD-ized soon and will 
include about 10 meg of digitized 
Rosemary. Finally, VC has concoct- 
ed a deal with Games Magazine to 
put some of their classic puzzle 
games on a series of disks. 

Interplay is starting to live up to its 
promise of creating tons of CD-ROM 
software to support that end of the 
market. Coming soon is Buzz 
Aldrin’s Race Into Space as well 
as others. Mac conversions seem to 
be a hot property for the Interplay 
gang as well. 


Kraft Systems, Inc., the makers 
of joysticks and other input devices 
for the PC, have recently announced 
that they will be integrating the 
Rosetta Pilot EZ1000 chip set into 
their new generation of PC joysticks 
and game pads. For those who 
haven't heard of this set, it is report- 
ed to enable the user to program 
keyboard functions onto the joystick, 
freeing up the need to hunt for that 
eject button. Maybe we have some 
competition for ThrustMaster’s 
Weapon Control System? Only 
time will tell. 

Gosh, what is it about a computer 
game that loves a vampire? I’m not 


fi 


sure, but it seems to me that the 
bloodsucking brigade has been pop- 
ping up everywhere recently. Proba- 
bly spurred on by the movie, those 
kooky undead creatures have made 
an overwhelming appearance at our 
offices in recent days. Witness news 
on Bloodnet, MicroProse’s gothic 
cyberpunk where the Count meets 
virtual reality. Witness also Psygno- 
sis’ new PC first-person game. Fur- 
ther witness the groovy live-action 
video corpse cruncher that is Via- 
com New Media's’ Dracula 
Unleashed. Finally, hang out in Lon- 
don with the vampire crew in the 
aptly titted Dracula in London from 
SDJ Enterprises, now off of share- 
ware and onto Windows. Boy, when 
this industry gets an idea it likes, it 
certainly does run with it. | could 
have written the above paragraph 
about submarine games (at least 
four of them coming in the next 6-8 
months) or American Civil War 
games (the latest rage in PC battle 


And speaking of Civil War games, 
Deadly Games, the makers of M4 
and Battle of Britain, have heavily 
implied that it will be entering the 
1860’s with a unique military sim. 
Unlike most Civil War games, this 
one will be based on and will take 
place almost exclusively on ironclad 
warships. A new spin, and probably 
not a bad one. M4 is also in 
progress for the PC as well, so 
those of you who wanted to play it 
but didn’t have a Mac, just hold out a 
little longer, ‘kay? 

Edutainment software, perhaps 
unjustly, sort of has a reputation for 
oftentimes being of lower quality, 
since designers have a younger, 
less sophisticated audience to tend 
with it. This opinion may soon 
change with Electric Reading Land 
from D.C. True. This product, in a 
Shameless pull to attract parents 
who grew up in the ‘60’s, features 
the main character who carries an 
upside down guitar and goes by the 


We'd like to extend a laurel and 
hardy handshake to the lovely gents 
from Electronic Innovative Design 
(Marcus and Martin. Martin tells us 
he goes by Piglet and that the rea- 
son for that name isn’t very exciting. 
I’m not sure | believe him, but what 
can | do?) who stopped by to show 
us their latest cool stuff. Included 
was the follow-up game to The 
Humans. Evolution still features 
one of the cavemen from the first 
game, but adds several new charac- 
ters including Robin Hood, Merlin, a 
ninja and several startling appear- 
ances of Elvis. We also got to see 
Freelancer, a first-person game 
involving spaceships, aliens and 
high-powered weaponry. By the 
way, Marcus, you left your Free- 
lancer soundtrack cassette in our 
tape player. Thanks for the lovely 
parting gift. 

That’s all for this month. I'll see 
you in thirty days when we'll all be 
wondering why 1993 went by so 
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“You'll be hooked long after you solve 
{he volcanos mysteries.” 
. — QuestBusters 


name of Jimi. 


Welcome to The shadow ( 


Yserbius, the ee sai 
roleplaying epic on The ImagiNation 
Network. Join real people in real 
time as you search for the secrets of 
a cursed Kingdom buried beneath a 
live volcano. 

Everyone you meet could be a 
real live person, as literally thou- 


sands of people gather each night to 


Proof of valid Credit Card and mention of this Computer Game Review 


quickly! 


experience the multi-player dungeon 
epic that Strategy Plus Magazine 
calls “champion among multi-player 


fantasy games...a game too big for 
just one player. 

Team up with a Wizard from 
Wisconsin, a Knight from New Jersey 
or a Thief from DC. Build your charac- 
ler by ““ quests, acquiring 
spells, and gaining se aint as yOu 
nths. Talk to Klves 


Trolls, Gnomes, Dwarves, 


explore the laby! 
Orcs and 
maybe even a few humans from all 
over America. 

1 take a FREE to 


dungeons, just by calling the number to 


And you can tour of the 


the right. You'll meet the nicest people. 
some of them may even let you live. 


Magazine Ad is required to take advantage of this free offer. #469 


—Chip Fortran 


TRY THIS AND OVER 20 OTHER 
GREAT MULTI-PLAYER ON-LINE 
GAMES FREE'—CALL NOW! 


The ImagiNation Network is the worlds 
Premiere On-Line Games Network. You 
Can access InagiNation toll-tree trom 
most U.§. cities with your PC and modem. 


Take on enemies 
with a sophisticat- 
ed combat system, 


develop a killer 


inventory, or form 
monstrous friend- 
ships with other 
wa adventurers. Explore 


a shadowy ime 
and be back in time 
for bed. It’s all in a 
evening 5 play. 


See your local nies or vall 


800°743°7721 


IMAGINATION 


THE IMAGINATION NETWORK 


Hey, we’re back for another month 
of advice and consent in the com- 
puter entertainment realm. Before 
we get into this issue’s Qs and As, | 
want to refer back to a recent letter 
from Lou de Guzman of Laguna 
Niguel, CA. Lou wanted to know 
about programs which “give the 
average person the chance to create 
their own games without knowing 
C++++++ or Assembler v.9999...” 

Well, Lou, have | got a program for 
you. Gamee*Maker, from Recre- 
ational Software Designs (P.O. Box 
1163, Amherst, NH 03031) allows 
even non-programmers to create 
multi-level, 256-color VGA games, 
through the use of WYSIWYG (What 
You See Is What You Get) graphics. 
Creating a professional-looking com- 
puter game is never going to be 
accomplished in an afternoon, but 
GameeMaker provides tools which 
put that goal within reach. 
~ Q: Doc, I’m a newcomer to com- 

puters but a longtime video gamer 
who has read your columns in vari- 
ous magazines for years. Basically, 
until recently | just hadn’t been all 
_ that impressed by most computer 

games, but some of the stuff that 
[ve seen on my friend’s PCs lately, 
especially the CD stuff, really is hot. 

$0 as someone who's considering 
getting into the PC, I'm wondering if 
_| shouldn’t buy a second hand sys- 
tem. It would save me a lot of 
money, and they’d throw in a bunch 
of software. But would | be able to 
upgrade to state-of-the-art later? 

Also, is this going to be really 
complicated? Am | going to have to 
learn a bunch of technical stuff to 
play these games or are they more 
or less like video games? 

Stephen Rawlings 
Billings, MT 
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A: The Doc is not a big believer in 
buying second-hand computers. For 
one thing, a machine that was a 
good buy even two years ago, is 
probably obsolete by now. In order 
to run most CD software at optimal 
speed and performance levels, a 
386 simply will not cut it. 

Simultaneously, computers are 
getting cheaper. So even if someone 
knocks, say, 40% off the price of an 
older machine, and throws in a 
bunch of games, you probably won't 
get much value for your dollar. 

As to whether you will enjoy com- 
puter gaming, from your own self- 
description, you’re a plug-in-and- 
play kinda guy. Even the most user- 
friendly installation-to-hard drive pro- 
grams are a trial, and many of 
today’s games can only be run 
through Windows—a nightmare 
waiting to happen for a straightfor- 
ward, non-technical guy like you. 

Any doubts? Read the next two 
letters, which I'll answer together. 

Q: I’ve heard a lot about local 
buses in the newer computers to 
streamline video data flow (in fact, 
Mallard Scenery add-on San Fran- 
cisco for Flight Simulator 5 recom- 
mends a “local bus” for best perfor- 
mance). Since | mainly run flight 
simulator type programs with lotsa 
scenery, I’m interested in these new 
computer video developments. 

| own an older 486DX-33 (upgrad- 


ed to a DX2-66 with an overdrive . 


chip, 8 megs RAM, Diamond Speed- 
Star Plus Video card). To equip it 
with one, | would have to replace the 
motherboard. What sort of improve- 
ments (if any) in display rate (frame 
rate) for say, Flight Simulator 5 in 
SVGA mode, should | expect to see 
if | replace my [board] with a Win- 
dows accelerator for an ISA bus? 
What | am trying to decide is 
whether or not to invest in a Win- 
dows accelerator type card for my 
current ISA bus computer, or will the 
improvements from a local bus war- 
rant the cost and effort to replace my 


motherboard to obtain a local bus. 
Can you give me some clues? 

L. Slosar 

San Francisco, CA 

Q: I’m in the market for a new 
computer, but am unsure of a few 
things to look for. | hear a lot about 
winmarks, Windows accelerators, or 
how well a machine will handle cer- 
tain business applications. But, for 
obvious reasons, they never men- 
tion how well they will handle graph- 
ic-intensive games, such as flight 
simulators. What should game-ori- 
ented buyers look for in a new 486? 

Do Windows accelerators help any 
with non-Windows applications? 

David Bishop 
Nashville, TN 

A: It’s virtually impossible to 
answer L. Slosar’s question, 
because everything in the PC world 
is so system specific. But here’s the 
scoop: your bus is a bottleneck, true, 
but several factors can affect how 
well a game runs on a given 
machine. To determine whether it is 
worth a new motherboard, you’d 
have to run FS 5 on a system with 
your configuration and a local bus. 
But a new motherboard will run al- 
most $500, and the Windows accel- 
erator card another $400, so we’re 
talking major expense. | 

And yes, David, Windows acceler- 
ators do help on Windows games 
and applications, but only those. It’s 
basically a video cache for Windows 
which increases display rates be- 
cause everything is already in RAM. 
As to what you look for in a new 
computer: games are the most 
graphic-intensive type of program, 
so pick up all the extended memory 
and processor speed possible. Of 
course, get a system already config- 
ured for MPC. Make sure the video 
board can handle VESA drivers. 

And we’re out of space! Until next 
month, send those letters to: Game 
Doctor (CGR) 330 S. Decatur, Ste. 
152, Las Vegas, NV 89107. 

Aloha. 
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MISSING RABBIT! 
ENTICING REWARD OFFERED! 


ATTENTION CRIMESTOPPERS! 


| I’m SAM OF THE FREELANCE Po.ice. LisTEN, IT SEEMS MY 
PSYCHOTIC BUT STRANGELY ENDEARING PARTNER, MAX HAS 
SCURRIED OFF AGAIN. WE JUST GOT A RED HOT TIP ON A 
RENEGADE BIGFOOT, AND WE‘VE GOTTA’ HIT THE Roap! 
Let's SEE, HE'S ABOUT THREE FEET TALL AND LOOKS 
SOMETHING LIKE A RABBIT... 


ay 


Max appears on 9 pages (including this one) in this issue of Computer Game Review 
If you can find every instance, you could win fabulous prizes: 


3 First Prizes 
A framed, original Sam & Max Freelance Police drawing or sketch by creator Steve Purcell 


20 Second Prizes 50 Third Prizes 
All cotton Sam & Max T-Shirts Sam & Max floaty pens 


On a post card, write down all the page numbers where you spot Max. We'll enter all post cards with the correct pages into 
a drawing. Remember to include your name, address and phone number on your entry. Send your post card to: 
Sam & Max Contest 
Computer Game Review 
1920 Highland Ave., Suite 222 
Lombard, IL 60148 
Computer Game Review and LucasArts are not responsible for lost or misdirected mail. One entry per person. No purchase necessary to enter. Prizes are not transferable. Illegible or incomplete 


entries are not eligible. Employees of Sendai Media Group, Inc. and LucasArts and their affiliates are ineligible to enter. COmputer Game Review and LucasArts reserve the right to cancel this promo- 


tion at any time with appropriate notice. Winners names and prize information may be used by Computer Game Review or LucasArts for any promotional; or advertising purposes without further com- 
pensation. Void where prohibited. 
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et the source ofthe rainbow. 
, iesan AdLib Gold 


“Sound that's rich and 
clean, clean, clean” 
— Strategy Plus 


“Hot, very very hot” 
— PC Review 


“The cutting edge of 
sound technology” 
— PC Entertainer 


“Well worth the wait” 
— PC Games 


Computer Associates _ Impressions 

Cool Shoes Software interplay Prod: 

Dr. T’s Music Software Knowledge Ad 

So Dynamix inc. Legend Entertainment 
rimotion — Eclipse Technologies LinEL 

Apogee Software European Software Creators Lips Software 
Artic Software Floyd Design LucasArts 
Artworx Software Great Games Mathematica incorpo 
Asymetrix  Hollyware Entertainment Megatech the 
Autoskill International Howling Dog Systems Micro League Sports 
Bekir Associates Human Machine interfaces inc. Microprose 
Capstone /Intracorp IBIS Miles Design = 
Centennial Research Icom Simulations MKS informatique 


PC Games Hardware ’ : . ‘ 
neusiand Sued cond on the market today? AU LID) MultiMedia Direct 


The one that PC Games and PC 1-800-463-2686 


Entertainer have named “Hardware sontenendl 
Product of the Year”? Are you ready to 


make a RISK-FREE investment? Then Order now to receive extra special 
aR: : ‘ , Gold Software — Absolutely FREE! 
GOLD you're ready for the AdLib Gold! That's . media 
/ ss AdLib MultiMedia i fid Available from Ad Lib MultiMedia 
sound rg eis | ultiMedia Is so contident * AdLib Gold 1000 $179 
standard in the AdLib Gold 1000 Stereo Sound ° AdLib PC Video $399 
— Adapter, we are offering a 14-day money- ..and much more! 
back guarantee. So pick up that phone frmcnnieceanrncar ta 
i ° . . « * | ti 
and dial AdLib MultiMedia Direct... you " shipping and handling. 
don’t even have to pay for the call... Ad Lib sa aaleaiaminanas 
1-800-463-2686 !!! MultiMedia 
MICROSOFT Ad Lib MultiMedia | 350-80 F S Ste-Foy, QC, Canada G1P 4P3 
| ultiMedia Inc., = ranquet Street, Ste-Foy, QC, Canada 
WINDOWS Toll free oie line: (800) 463-2686 — (418) ly Fax: (418) 656-1646 
Compatible ©1993 Ad Lib MultiMedia. AdLib, AdLib Gold and Ad Lib PC Video are trademarks of Ad Lib MultiMedia Inc. 


Version 3.1 Other names are trademarks of their respective owners. 
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Each big full-color issue of EGM is packed 
with In-Your-Face information and exclu- 
sive coverage of the hottest video game 
action you can find. 


EGM is the only mag loaded with special 
pull-out strategy guides, killer maps, and 


super secrets that will send your scores 
soaring! 


You'll find all this and more only in the 
biggest and best video game magazine! 
Be the first to get every action-packed 


page delivered to your door by subscribing 
foday! 


VIDEO GAME V.LP. 
& GET YOUR EGM T-SHIRT FREE! 


Name 
Address 
City 
State ZIP 
Payment Enclosed 
Credit Card Orders: 
VISA MC 
Card No. 
Exp. Date 
Signature 


T-Shirt Size: __ Small (FAM 16) __ Large (HAS16) 


For Faster Service, Call Toll-Free: 


| Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All foreign subscriptions via 
air mail only $100.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order, Citibank money order, or any other type of check or money order that would go through a U.S 


branch bank.) All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. 


Get 12 issues of EGM plus a collector's T-shirt for only $27.95! 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 


Bill Me 


LOOK-LIKE'‘A-PRO! 
SUBSCRIBE\TO EGM! 


MEGA PLAY 


THE #1 ALL-SEGA VIDEO GAME MAGAZINE 


START MY SUBSCRIPTION NOW! 
NAME 


ADDRESS 

CITY STATE ZIP 

Check magazine choice: 

XO) SUPER NES BUYER’S GUIDE-$19.95 OC MEGA PLAY-$19.95 
Method of payment 

QO Payment enclosed XO Bill me 

Credit card orders: U VISA UMC 

Card no. 

Expiration date 

Signature 


Please include $19.95 for your subscription to 
Super Nes Buyer’s Guide or Mega Play and mail to: 
Sendai Publishing, P. 0. Box 7535, Red Oak, IA 51591-0535 
For faster Service, Call toll-free: I -800-444-2884 


Make check or money order payable to Sendai Publishing Group, inc. Canada and Mexico add $10.00. All other foreign subscriptions add $20.00. Any/all checks or money order 
must be payable in U.S. funds, and must be drawn on an American bank. (American Express money order, Citibank money order, or any other type of check or money order that 
would go through a U.S. branch bank.) All foreign orders must be prepaid. Please allow 6-8 weeks for your first issue. Bi-monthly issues will be mailed thereafter. 
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Harpoon II 


by Three-Sixty Pacific 


Harpoon was one of the most suc- 
cessful computer software programs 
ever created. Many have waited 
anxiously for the sequel. Well, the 
wait is almost over. Harpoon II is 
nearing completion and will be 
released on both the IBM and Mac- 
intosh formats. Don’t expect that this 
game will be much like it’s popular 
precursor. Carl Norman, the har- 
poon Il project manager says “Har- 
poon II will be the premier modern 
naval warfare simulation because 
we have taken the best ideas from 
Harpoon and combined them with 
many new innovations and fea- 
tures.” 

Harpoon II will showcase a new 
interface that utilizes a toolbar for 
most major command and control 
options. It will also allow the player 
to create multiple game windows 
that are both movable around the 
screen and re-sizable. New mapping 
routines will do away with geograph- 
ically limited BattleSets, meaning 
that each new BattleSet released 
can contain scenarios from all over 
the world instead of merely one 
region. The first BattleSet, which 
comes with the game, will contain 
twenty contemporary scenarios 
focusing on major trouble spots 
around the world. The scenarios 
have been designed by a threat 
assessment specialist who has 
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served on active duty in the military 
as an intelligence officer. These mis- 
sions are realistic and challenging, 
even for the most dedicated Har- 
poon devotee. 

In addition to the above listed 
technological improvements, Har- 
poon Il will have a greatly enhanced 
artificial intelligence for the computer 
opponent. The computer uses an 
advanced fuzzy logic routine, mak- 
ing it capable of choosing “intelli- 
gent’ decisions for both friendly and 
unfriendly units. The player will also 
have the ability to augment the way 
the computer makes its decisions, 
giving the user total control over how 
the simulation, and their opponent, 
plays the game. Harpoon II will also 
take full advantage of 32-Bit opera- 
tion, allowing it to fully utilize system 
memory and speed. 

In playing, you’ll command convoy 
escorts, missile boat patrols and car- 
rier task forces. In the air, you'll have 
command over carrier- and land- 
based aircraft. 

Your missions will be varied and 
challenging. Plan and coordinate air 


strikes to weaken the enemy, protect 
your sea lanes by conducting anti- 
Submarine hunts and establish 
blockades to starve your enemy out. 
Launch air patrols to keep the skies 
above your bases clear of bogies. 

Harpoon II will feature detailed 
information, line diagrams and 
Department of Defense photos of 
hundreds of ships, aircraft and sub- 
marines. The game will also include 
logistics modeling, live action video 
sequences showing weapon launch- 
es and target strikes. 

Two player modem play allows 
two people to go head-to-head into 
war. If cooperation is more your 
Style, two human players can team 
up against a computer opponent. 

Harpoon II will require a mouse to 
play. It will support the Sound 
Blaster, Ad Lib and Pro Audio Spec- 
trum sound cards. It will only play on 
a 386DX or better and will require 
Super VGA graphics. Be prepared 
for the ultimate achievement in mili- 
tary simulations with Harpoon II from 
Three-Sixty Pacific! 


TECH SPECS 
Three-Sixty Pacific 


PC / compatibles 


Military simulation 


Retail Price: 


Pacific Strike 


by Origin 


In World War Il, fierce battles were 
fought in the sky by aircraft launched 
from carriers and island bases. Both 
sides suffered tremendous losses of 
men and machines. The war started 
with the attack on Pearl Harbor at 
the end of 1941, and continued 
through to 1945. 

Pacific Strike gives you the chance 
to step into the cockpit of some of 
the best propeller-driven fighting air- 
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craft ever created. Fly the Wildcat, 
Corsair, Hellcat, Devastator, Daunt- 
less and Helldiver as you battle the 
infamous Japanese Zeros, Kates 
and Vals. 

You'll fight in every major theater 
of war in the Pacific including Pear! 
Harbor, Guadalcanal, Midway, The 
Solomon Islands, Leyte Gulf, lwo 
Jima and Okinawa. 
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Pacific Strike will allow you to act 
as the tailgunner as well as the pilot. 
When you train your rear guns on a 
following plane, the computer will 
take over the flight controls, working 
them to match your attained rank 
and skill level. 


TECH SPECS 
Origin 


PC / compatibles 
VGA 


Most sound boards 


Available: 
Retail Price: 


Flight simulation 
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The Russian 
6-Pack 


by Interplay 


Russian programmers have set 
the gaming world on its ear before. 
Remember Tetris? Interplay is bank- 
ing on the strength of their Russian 
programmers with the new Russian 
6-Pack, being released soon for 
both DOS and Windows for the PC. 

As the name implies, the Russian 
6-Pack comes with a half dozen 
games. Each has been designed to 
test your brain power and your 
reflexes with challenging contests of 
speed and intelligence. 


In Crete, you must shift blocks 
around to create a pathway for the 
warrior to walk down. While it may 
look simple at first, many of the 
blocks contain walls that will impede 
his progress. 

Flying Pictures is a unique game 
in which you must eliminate a stack 
of bricks. However, only certain 
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| SCORER 


bricks can be accessed at any given 
time and you can only get one type 
of brick with each throw. 

In Lineman, pipes appear on the 
screen that must be connected in an 
unbroken path. This is harder than it 
sounds, since some are straight, 
some contain bends, and they can 
only be rotated, not shifted in posi- 
tion. Fast Ring is similar, but here, 
buttons must be sewed together. 
You can only move in horizontal or 
vertical lines and your path cannot 
be crossed, so planning is essential. 
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In Master of Bombs, hand 
grenades fall from the top of the 
screen. Some can be connected to 
others and they can only be detonat- 
ed with a pin. Finally, in Shadows, 
visible and invisible objects must be 
located by tracing their paths 
through space, using clouds as your 
reference point. 
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“I hope there will be a sequel. will gladly buy it after this one!” 
— (Computer Game Review 


“ ..the graphics in PROTOSTAR are incredible!” 
. — Computer Gaming Mont 


TSUNAMI 


(pronounced soo-nah’-mee) 


n. A powerful vision 


and a fresh approach 


to an almost forgotten 


art...the ancient art es nos Ry 


“of storytelling. 


This -i5~ the “perfeat 
Ox ‘place jto- unk wind. 


Actual VGA screen 


The 5 Skeeten . s.... viewed Human prosperity. as an babtratioe for conquest. 


: : ) Now-they have sealed the borders_af Human space. YOU -are enlisted to serveasthe 
pe ge es bases R Agent for an operation-of grave importance. Your objective is to disrupt. _ 
‘ _«~ Skegtchsupply lines along the Galactic Frontier. You must assemble your team ang er 
ra carmel s onan the ‘Support of the critical alien factions. | : 
| \ | i ! \ | Your War-on the Frontier may prove that mankind is more predator than prey! 


Available from your local dealer in 3.5” disk or CD-ROM FORMAT. 


™ designates a trademark of Tsunami Media, Inc. : Se : 5 mE 
™ designat aS a tre Fai ark of iwupnral MRA, tt ' - Tsunami Media, Inc. is an independent publisher, distri buted exclusively by Accoiade, inc. 


The Lawnmower Man 
by Sales Curve, Ltd. 


Virtual Reality has been a major 
buzzword in both the computer 
industry and society in general for 
the last couple of years. Using that 
premise, the movie The Lawnmower 
Man showed the potentially negative 
aspects of a virtual world, exploring 
the possibilities of using the medium 
as a new form of mind control. 


The film used high-quality comput- 
er-generated animation to depict 
one way the virtual world might look. 
Now, Sales Curve, Ltd. has brought 
that world to the PC and Mac CD- 
ROM platforms with The Lawnmow- 
er Man. 


Jobe, a simple-minded man who 
earns a living cutting the grass in his 
neighborhood, is used as a human 
guinea pig for a research project 
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ernment agency. While the original 
intention of the virtual reality system 
is peaceful, according to its creator, 
Dr. Angelo, The Shop has other 
plans. The experiment with Jobe 
changes him into the ultra-powerful 
Cyberjobe, a being bent on taking 
over the world through the manipula- 
tion of computer networks. 

In the game, Cyberjobe has 
entered the virtual world within the 
Earth’s computer networks. Using 
his powers, he pulls Dr. Angelo and 
several other people into the net 
with him. As Angelo, you must pit 
your strength and wits against 
Cyberjobe, moving through a variety 


of platform and puzzle levels toward 
your eventual goal of escape. 

The Lawnmower Man will feature 
three entirely different styles of 
game play. While many of the puz- 
zles you encounter will be tests of 
knowledge, IQ and logic, other areas 
of the virtual world will place you in 
arcade-style levels. Still other areas 
will include highly detailed fly-bys. 
The game will feature color footage 
from the movie. The Lawnmower 
Man should be available for PC CD- 
ROM by the end of the year, with the 
Macintosh CD-ROM version coming 
in the early part of 1994. 


Puzzle/adventure 
4th quarter, ‘93 


"The humor and originality of Zork 
~ are always present... its images are the most spectacular 


in the history of video games’ 


1 epic adventure...underground. 


Revisit Flood Control Dam #3 Try to Outwit Devious Dwarves 


y von JASON HERVEY ROBIN LIVELY A. LANGER JASON LIVELY EDA GROSS SA JONES *=INFOGO ss ACTION "S20 SPER "OIE 
© wom. “HATHAN WANG oo TERY MASON ccc IMLLIAM VOLK “sss DOUG BARNETT icicsEDDIE DOMBROWER **"':PETER SPRAGUE ACTIVISION. 


Available for IBM and Compatibles. Enhanced version for CD-ROM also available. 
To order: See your local retailer or call 1-800-477-3650 


Holiday Lemmings 
by Psygnosis 


Once again the holiday season is 
upon us and Psygnosis is celebrat- 
ing with this fun four level demo of 
Lemmings! Using the same abilities 
as in the original classic Lemmings, 
you must help the poor little brain- 
less creatures make their way 
across four levels filled with snow, 
ice and everything else that makes 
Lemmingland a winter wonderland. 

To make the mood completely fes- 
tive, the Lemmings themselves have 
donned winter garb, including stock- 
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ing caps. They still act the same 
way, though, so don’t think that their 
outfits or the cold weather have 
helped them think any better. They 
still walk right off the edge of any 
precipice and stumble into even the 
most obvious of traps. 

In completing the four levels, you’ll 
need to use virtually every tool the 
Lemmings have to work with (we 
didn’t find a 
need for the 
floaters). And, 
while the first 
level is really 
easy, they do 
get harder. The 
fourth level 
requires speed 
and accuracy, 
as the Lem- 
mings march 
off in different 
directions, and 
both groups 
BA need lots of 
ia help! 


TECH SPECS 


Developer: 


at Psygnosis for giving us this spe- 
cial treat of four extra Lemmings lev- 
els to make our Christmastime 
merry indeed! 
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your future. 


Let Rosemary 
be your personal 
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The stars may have a clue about your destiny. Seek your fortune in the Tarot card room. = 
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Romance of the 


3 Kingdoms III 


by Koei 


Until the second century A.D. in 
China, the Han Dynasty controlled 
the Emperor’s seat of power. Over 
future generations, the throne was 
occupied by descendants of the Han 
clan with little contest. There came a 
day, however, when the rightful heir 
to the throne’s claim was contested. 
For the next century China was torn 
apart by warlords, each seeking to 
unite the people under a new 
dynasty. 

Romance of the Three Kingdoms 
Ill: Dragon of Destiny is the latest in 
the KOEI Historical Simulation 


Ancient Thing, igte'2 aa-Centiry 


Che goliegte./of Aho ian Dynasties 


efttvear® dork despair 


series, which recounts the history of 
China during the three kingdoms 
period. This game includes over 500 
historical characters, highlighting 
rulers who were destined to rise to 
power after their fathers (such as 
Cao Riu, son of Cao Cao). 

Six scenarios cover the three king- 
doms period, wherein you may play 
as an historical figure or create your 
own ruler and subordinates. Civil 
officers will aid domestic endeavors, 
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Death finally overcame the famed i= 


With the death of Qiao Mao, the fate of 
China is in the hands of the warlords. 
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and skilled military officers will aid 
you in development of your war tac- 
tics. The goal of the game: expand 
your rule so that you control all 46 
major cities in China. 

Game play covers the years 189 
to 235 A.D. and offers six separate 
scenarios for you to play. Romance 
of the Three Kingdoms III has an 
immensely powerful wargaming 
engine topped by superb VGA 
graphics. Combat takes place at the 
city scale, complete with fireball 
churning catapults and pagoda 
strongholds. 

Diplomacy plays a crucial role in 
winning the throne. Accept only 
those offers which will prove lucra- 
tive, but beware angering a rival 
warlord who comes offering the olive 
branch, only to be turned away. You 
will need to gladhand your oppo- 


TECH SPECS 


Developer: 


Available: January 15, 1994 


Retail Price: 


nents with all the skill of a snake oil 
salesman. 

Game flow follows the course of 
history. You must first ensure a 
strong economy by cultivating all the 
land that is at your disposal. Increas- 
ing your army is achieved by pro- 
moting hidden officers, or undermin- 
ing the strength of your opponent by 
recruiting those of his officers with 
high abilities but low loyalty. Politi- 
cally gifted officers will make excel- 
lent civil officers, while those with 
high intelligence and charm will do 
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War is never pretty, particularly when your 
allies are under attack. 


well as advisors. Once you have 
strong officers, a powerful army is 
not far behind. Lift morale and skill 
through rallying and training. Recruit 
or hire additional soldiers to add to 
the size of your force. 

Once your economy is in good 
shape and you have a decent sized 
army, expand your political clout by 
conquering other cities, either 
through spying, force or diplomacy. 
Weaken your enemies with secret 
plots, then attack and subdue them. 
As your domain expands, delegate 
policy for governing your vassal 
cities, leaving behind enough of an 
armed force to defend against other 
invaders. Once you have secured 
enough power, conquer all of China 
under the iron rule of your banner, 
and rewrite the course of history. 
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Jeopardy! 


by Gametek 


The answer is, “This television 
game show will soon make an 
appearance on the Macintosh with 
over 3,500 all-new questions and 
tournament play.” The question? 
“What is Jeopardy! ?” 

Jeopardy! for the Macintosh will 
feature everything that’s made the 
television show so popular, from the 
Opening theme music to the tough 
questions—or is that answers? Host 
and emcee Alex Trebek makes an 
appearance as well to guide you on 
your quest for cash. 


| a 
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bi 


AND DIVIDE 


All of the questions are new and 
are divided up into over 500 different 
categories. Jeopardy! will prove to 
be both fun and educational for kids 
as well as adults. Even for the true 
know-it-alls in your life, Jeopardy! 
will have questions that will test their 
brains and tax their knowledge of 
every subject under the sun. 

Game play follows that of the 
show, where Alex reveals the 
answers in each category. THe play- 
ers must then correctly guess the 
question that leads to that answer. 
In each round, Daily Doubles appear 
under certain questions, giving the 
player who chose that question the 
opportunity to wager all of their 
money in a chance to double it. The 
second round increases the difficulty 
and the points awarded for each 
answer. The whole game culminates 
in Final Jeopardy! where contestants 
wager as much of their awarded 
cash as they want on a final ques- 
tion and answer. 
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he grandeur that was Me Lo wae 21 and modify the 
Rome is yours to defend or conquer in Mindcraft’s troops and maps in 
Walls of Rome. All the siege techniques of classical antiq- myriads of ways. 
uity are in your hands. Scale the walls with ladders, bom- 
bard them with boulders or flaming pitch, or undermine 


them and watch them collapse. Unpredictable computer strategies make each battle a 
new challenge. 


Armies from a multitude ol panies and places i under Built-in editor lets you create your own armies, battles 
your command; fortifications of many types in many and maps. 


settings are yours to besiege or defend. ©) Stunning graphics, stirring music, 
Play the ready scenarios, separately or in === MINDLCR A FT and lifelike digitized sounds. 
extended campaigns of conquest and = ~—=—— 


defense, or use the editor to combine 2291 205th Street, Suite 201, Torrance, CA 90501 
Actual IBM VGA screen photos 


Jack in the Dark 


by leMotion 


One Halloween evening, little 
Grace Saunders is out Trick or 
Treating by herself. The fun and 
excitement of the day have paled 
somewhat as eight-year old Grace 
has managed to get lost in the city. 
However, a flickering light behind 
the glass of an unfamiliar toy store 
beckons the child to open the door. 

Unfortunately for Grace, this is no 
ordinary toy store. No one has 


Excite your computer! 


10 years ago we were 
ahead of our time 
«» » Call 16 if you'd 

like to catch up! 


Call 


1-800-433-2938 


for a free listing 
or to place an order 


CD ROM 
AMIGA * IBM * MAC 
ATARI * GENESIS 
SUPERNINTENDO 


WEDGWOOD 
RENTAL 


5316 Woodway Drive 
Fort Worth, Texas 76133 


ee 


entered this shop for years and with 
good reason. The store is haunted 
by toys with lives and minds of their 
own, and each one has its own way 
to trap our heroine. While she didn’t 
know that going in, as soon as the 
door locks behind her, she knew she 
was in for a rough time. 

As Grace explores the haunted 
store, she will find the items she 
needs to escape. Each item will 
have its use in a particular place in 
time. 

Interesting touches to Jack in the 
Dark include the fact that the toys in 
the store move and threaten her 
when her back is turned, stopping 
when she turns to look at them. 
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Jack in the Dark has been created 
by the same people that made the 
award-winning Alone in the Dark. 
Using the same polygonal graphics 
engine, Jack in the Dark gives the 
player a unique view of the action 
with changing camera angles. Real- 
istic movement, all controlled by the 
player adds to the gaming experi- 
ence. 


Jack in the Dark will not be avail- 
able separately. It has been created 
solely as a preview for Alone in the 
Dark and will be packaged as a part 
of that game in the future. Help 
Grace escape and make it back 
home! 


TECH SPECS 


leMotion 


PC and compatibles 


Available: 


Around here nice guys don't finish last - they don’t even finish. Better know 
how to drive or Catfish Louie and company will take turns making your 
Backroad Racer a pile of twisted, burning wreckage. Then taunt you as you 
watch instant replays of your wipeouts. Video clips give hints and make 
threats while you try to outrun cops and race on four different tracks. Use 3-D 
animated instructions to build a model of your car so it’s easier to identify the 
torched remains. Available for IBM on CD-ROM. 


Video clips just like this one make the game extra bad. But in a good way. 
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Forgotten Castle 
by Twin Dolphin 


The city of Hedburg was once the 
jewel of the land of Alonia. Alonia 
was ruled by a wise and just king 
who treated his subjects fairly. But 
now the king has disappeared and 
the land has been ravaged by evil 
creatures that now roam the country. 
The Ruzakian hordes have invaded 
Hedburg and are using it as a camp 
to launch further assaults against 
the peaceful kingdom. 


Young Tris, while he knows of the 
current strife in the kingdom, is 
unaware of his role in the saga to 
come. On the death bed of his moth- 
er he learns the true story of his her- 
itage; he is the only son of the last 
true king of Alonia. This is his land 
that is being destroyed by these 
creatures of evil. With this knowl- 
edge in hand, he must venture forth 
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to reclaim the lands of his people 
and find his missing father. 

The adventure centers around the 
city of Hedburg, the castle located 
there and the dungeons below it. As 
Tris explores the town, he must 
make his way through the maze of 
city streets, escape from the jail in 
the city, and finally defeat the evil 


and powerful Ruzakian Lord in a 
final battle to the death. 

Forgotten Castle will feature ten 
different levels of action. Each level 
comes with 3-D rendered 256-color 
graphics, indoor and outdoor terrain 
and digitized sound effects. As mon- 
sters approach, their growls will 
become louder. A full musical score 
and cinematic scenes round out the 
game playing experience. 


For those unaccustomed to the 
genre, Forgotten Castle will include 
both a common-sense interface as 
well as an adjustable speed combat 
system so you can slow the action 
down. No role-playing game would 
be complete without magic items 
and spells. Forgotten Castle will pro- 
vide the player will a full compliment. 


Join young Tris on his quest to 
locate his father and restore him to 
the throne of Alonia. But be warned: 
the enemies are many, the way is 
fraught with peril, and you have few 
friends. Only those equipped with 
the thinking and fighting skills of a 
true hero will master this game and 
fulfill their destiny. 


Developer: 


Available: 


Retail Price: 
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Gabriel Knight: 


Sins of the Fathers 
by Sierra On-Line 


Out on the streets of New Orleans, 
a new kind of hero walks the streets. 
Meet Gabriel Knight, the moody cyn- 
ical main character of Sierra On- 
Line’s newest adventure series. 

Gabriel has a haunted past domi- 
nated by a curse that cause men in 
his family to die violently and at a 
young age. Running a dilapidated 
bookstore with the assistance of the 
rapier-witted Grace, Gabriel spends 
his free time struggling with his writ- 
ing of horror fiction, which isn’t going 
too well. He has plenty of material 

: (ohn ep «. 


for the book though, since New 
Orleans is being plagued with a rash 
of grisly ritualistic voodoo murders. 

As the game progresses, Gabriel 
becomes further and_ further 
embroiled in the crimes that have 
the city in fear. In keeping with the 
somber and dark mood of the game, 
dream sequences make frequent 
appearances, giving clues to 
Gabriel’s past and possibly portend- 
ing things to come. While our hero 
must search the city for pieces to the 
puzzle of his own and his family’s 
history, the solutions and the key to 
his survival ultimately comes from 
within himself. 

Gabriel Knight will feature high- 
resolution 3-D rendered graphics to 
enhance the dark vision of New 
Orleans. An original musical score 
will also accompany the game. As 


ADVERTISER’S INDEX 


TECH SPECS 


Developer: 


Sierra On-Line 


can be expected, Sins of the Fathers 
will make use of the point-and-click 
interface that Sierra has pioneered 
for adventure games. 

Will Gabriel Knight uncover the 
secrets of his own past or will he 
become the next victim of it? 
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Filial 


Your Father, the last king of Alonia, failed his 
quest to liberate the realm from inhuman tyrants. 
Now it’s your turn. As Tris, the last heir to the 
throne, it’s your destiny to match sword and sorcery against the foul Ruzakian Hord. Seek incredible magicks to augment 
your power as you delve into the conquered city of Hedburg. A virtual 3-D fantasy world awaits your next command - Explore 
the dangers of the Old City, pit your awesome might against horrible creatures in a dark dungeon. Fight well and you may 
free the kingdom. Discover the Forgotten Castle and you may learn of your father's fate... 
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® Cinematic animation sequences unfold stories of mystery. 
® Fully digitized musical score and sound effects. 
® Combat system has adjustable skill levels. 
© Monsters, characters, magic items and props are rendered with full 3-D effects. 
© A smooth scrolling virtual world, complete with unparelled realism for 


die-hard fantasy role playing enthusiasts! 


© 1993, Twin Dolphin Games Inc. Forgotten Castle and Twin Dolphin Games are trademarks of Twin Dolphin Games, Inc. IBM is a registered trademark of International Business Machines, Inc. 


Quest for Glory IV: 
Shadows of Darkness 
by Sierra On-Line 


Quest for Glory IV brings the QG 
series to the next level with several 
new additions that will make game 
play easier, more fun and more 
exciting. The game includes and all- 
new combat system that will allow 
you to take complete control over 
your character. You can set the diffi- 
culty of the combat to match your 
level of skill. Set the difficulty level to 
easy, and the computer will effec- 
tively fight for you. Set it to hard, and 
you'll be in the middle of a battle as 
intense as you'll find in any arcade! 

The icon bar at the top of the 
screen has been updated, giving 
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you more options than in any previ- 
Ous Sierra adventure game. For 
example the Action menu lets you 
choose activities like running, sleep- 
ing and acrobatics. When you come 
to a door, you'll have the option of 
knocking, forcing it open, picking the 
lock and more. 

Quest for Glory IV also comes with 
three ways to play the quest. Play as 
a fighter and win through strength 
and prowess with weapons. As a 
magic-user, you must select the 
appropriate spells in each situation. 
Finally, as a thief, you’ll need to use 


TECH SPECS | 


Developer: 


Sierra On-Line 


PC and compatibles 
VG 


1st Quarter, ‘94 
Retail Price: N/A 


Stealth and guile to accomplish your 
objectives. 

The game will also allow you to 
tailor it to your style of play. If you 
want power against power, it will 
offer you a contest of battle. As a 
Strategic game, the game play will 
become more of a battle of wits. The 
game will change according to your 
input, allowing you to solve the puz- 
zles in your own way every time. 
Look for Quest for Glory IV coming 
soon from Sierra On-Line. 
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A rip has been detected in the fabric of 
time. Only moments remain until all that 
mankind has accomplished is laid waste. 

Your objective: Journey through time— 

from prehistoric lands to the distant 
future—to prevent any compromise in the 
established continuum. But before the 
game is Over, you must discover who... 
or what...is the source of this mayhem, 
and bring it to a halt! 


Take a ride through time on the CD 
Adventure that will alter history! 
Available on MPC and Macintosh CD 


QUADRA 


f REG TO es wry : ryt Tr 
STUDIOS INTERACTIVE 
© Copyright 1992, 1993 Presto Studios, Inc. 
MPC version by Quadra Interactive, Inc. 
\vailable at retailers throughout the continuum, or by contacting 
Quadra Interactive, P.O. Box 188033, Carlsbad, CA 92009-9793 


Nomad 
by Gametek 


When Earth makes contact with 
extraterrestrial life, it finds itself at a 
considerable technological disad- 
vantage. Human are as yet unable 
to manufacture starfaring spacecraft; 
Earth feels nearly helpless when 
dealing with other races. However, 
an alien starcraft crashed in the Sol 
system and was recovered by the 
Terran Space Forces. This craft has 
been repaired and a single captain 
chosen to take this ship on an 
advanced intelligence gathering mis- 


PLAMET: 


sion. Earth Special Intelligence has 
authorized this mission, unbe- 
knownst to the Terran Government. 

This lone Terran ship will be thrust 
into interstellar intrigue, making con- 
tact with and trading with dozens of 
alien races on hundreds of planets. 
Players can choose to trade, fight, or 
talk their way through a diverse plot 
line featuring several options. 

Players can make a mint from 
trading, seed uninhabited planets 
with workbots, or fight for the 
Alliance against cosmic evil. 
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“Never before has mere been a game so movie-like in its construction.” 
— Computer Gaming World 
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ae ~ Available from row local dealer in 3. 5” disk or CD-ROM FORMAT. 


™ designates a trademark of Tsunami Media, Inc. : 2 ; e 
etarun Media, Inc. 1993. All rights Shad ae Tsunami Media, Inc. is an a pdepengest publishes, distributed. exclusively by Accolade, Inc. 
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Dungeon Hack 
by SSI 


Explore a new dungeon every time 
you play. You'll creep, nervously, 
down the dark corridor, holding a 
Sweaty weapon and wondering 
what’s around the next corner— 
every corner, since you’ll never 
know what lies in the next room. 


td's blood! My insides fect all 
twisted about! 


Dungeon Hack presents a full 3-D 
world in first-person perspective, 
miles of dank hallways and rotting 
rooms filled with unwholesome 
beasts. All the action takes place in 
this perspective, from one screen. 
There’s no time to change screens 
when a Bone Naga is bearing down 
on you in real-time combat, so the 


Neties iene oosnepoamptentaiatas! 


interface is simple and quick. Click 
on your weapon hand to attack, or a 
spell book or holy symbol to cast a 
spell. To open a door, click on a key 
and drag it over the keyhole in the 
door, clicking again. 


The dungeon itself is largely under 
your control. Not only is it random 
every time a new game is generat- 
ed, but you can also customize the 
parameters of the pits. How many 
levels will there be? What is the rela- 


tive frequency of treasure and food, 
of traps and pits? Will there be anti- 
magic zones, or multi-level puzzles? 
How difficult will the monsters be to 
fight, and what effect will magic have 
upon the game? Once these options 
(and many more) have been select- 


ed, the computer will stock the dun- 
geon with a large variety of items 
(including loun Stones, scrolls, and 
the Maul of the Titans), dozens of 
traps, pits and locked doors, as well 
as a bestiary stocked with over fifty 
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different foes, ranging from lowly 
Goblins to Ogre Slugs and Dragons. 

You'll create a character from any 
race and class allowed under 
Advanced Dungeons and Dragons 
2nd edition, including the elusive 
Bard and the holy Paladin. Take a 
demihuman character and mult - 
class, or specialize in a specific dis- 
cipline. Once the character is crea’- 
ed, he or she will be unleashed in a 


L 


| 


dungeon where every level holds a 
different mood and style. Keep a 
keen eye out, for secret doors often 
open only when a certain button is 
pushed, or a missing bit of artwork is 
replaced. A grand adventure awaits: - 


inside Dungeon Hack. 
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PC and compatibles 
VGA 


Available: 4th Quarter ‘93 
Retail Price: N/ 


Good. 


Better, 


ae 


Signal Processor. 


SoundWave 32 


Advanced Wav ciable Synthesis Soune iCard 


Fire up your favorite game and get ready to be blown away. Because 
now every sound you couldn't hear with those other boards is going 
to come storming out of your PC with intensity like you've never 
heard before. Introducing Orchid’s signal processing SoundWave 32. 

SoundWave 32 is nothing short of a revolution in sound, with 
its own rocket-quick RISC signal processing chip (DSP). While other 
boards try to stuff their puny sounds through slow, outdated FM 
chips, SoundWave 32’s 20 megahertz signal processor rushes out 
rich, 16-bit sound. With incredible clarity and separation. 

And there’s more. Not only do you get dual CD-ROM inter- 
faces and free stuff like stereo speakers, a microphone and a stereo 
cable, but SoundWave 32 also gives you amazing wavetable 
sampled sound. So when the game calls for a killer riff, you don't 


just hear a computer simulation of a guitar, you hear the real, 
recorded instrument. 

Of course, SoundWave 32 is compatible with everything 
—SoundBlaster, AdLib, General MIDI, Microsoft Windows Sound 
System, and Roland MPU-401 MIDI Interface, and for you game 
players, Roland MT-32 sound module. And with just a simple change 
of software, its signal processor will handle any new sound format 
that comes along. 

So if good isn’t good enough, get crisp, signal processed sound 
and state-of-the-art wavetable technology, all for the price J ) 
of the lesser boards. Get infriggincredible sound and v 
value. Get SoundWave 32 from Orchid. To hear more, ft ve 
call 1-800-7-ORCHID today. 


1993 Orchid Technology, 45365 Northport Loop West, Fremont, CA 94538 
Orchid and SoundWave 32 are trademarks of Orchid Technology. All other trademarks are owned by their respective manufacturers. 


THE HAND OF FATE IS A TRADEMARK OF WESTWOOD STUDIOS, INC. © 1993 WESTWOOD STUDIOS, INC. VIRGIN IS A REGISTERED TRADEMARK OF VIRGIN ENTERPRISES, LTD. ALL RIGHTS RESERVED. 


FABLES & FIENDS: 


KISS CONVENTIONAL 
LOGIC GOODBYE 


N.. you see it. Now you don’t. The land of Kyrandia is disappearing piece by piece 
toward one perilous con- 


and all the evidence points 


wv ; 
clusion: a curse. v Thus begins The Hand of Fate, 


second in the Fables & Fiends’ 


the offbeat, young mystic who must voyage to the center of the world to break 
the spell. Out of syne and out on foot, your aberrant journey reveals nothing 


is what it seems. Everything is what it 


isn’t. And you can count your friends on 


W - 
one hand. }. -» Literally. ¥; Conspiring to push 
| 


ae . 
\ 
\ } 
| er : 
/ Ny , ™ « 
PAY 
3 


the twisted edge of cinemagraphic entertainment, Westwood Studios has 


ba 


signed more puzzles and gameplay in the first few chapters of 


Sa i ee 


The Hand of Fate Pe eer 


than in all of 


————— 
z. we 
a + 


The Legend of Kyrandtia. 


advanced graphics 


on the market are first pencil tested, then painted 
a a wv 
on-screen to surrealistic perfection. Breakthrough 


Trulight technology illuminates each scene more cinemat- 


; : : : we 
ically for a fuller, fourth dimensional picture. v The new 


Shadow Sunlight 
State of Mind System, along with superior intuitive interfacing, enables you and 


over 50 characters to change your mind, mood and 


WW 
mayhem based on preceding events. v; Don’t just 


play with your mind. Change the way your mind plays. 


Grasp The Hand of Fate and kiss conventional logic goodbye. 


THE HAND Or HATE 


Westwood 


DISTRIBUTED 
EXCLUSIVELY BY 
A 


if 


Dominion 


by Mindcraft 


Set in the Naturalists Age, Domin- 
ion affords you the chance to play 
the role of a young king struggling 
for survival. Your empire begins on 
one of several continents, each pop- 
ulated with fantastic beasts and nat- 
ural and unnatural races. 

You will take control of your king- 
dom directly. In addition to this, you 
must also give instructions to your 
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aig 
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Ministers and supervise their actions 
to make sure your kingdom runs 
smoothly. Your Ministers are able to 
act on their own as well, leaving you 
free to handle the more pressing 
business of ruling. 

Important features in Dominion 


include a task-based events system 
to accurately simulate the problems 
of extending personal control over a 
wide area and an accurate bartering 
economy. 


TECH SPECS 


VGA/SVGA 


CL eee 

Sound Source 
Empire building 
1st Quarter, ‘94 


We’ve Outdone Our 
Only Competition... 
Ourselves. 


INTRODUCING _ 
THE MARK Il WCS 


* Allows You to 
Program Both the 


WCS “and Your Joystick 
fhrustMaster’ 


Mark Il WCS™ 


Get Real 


ThrustMaster Inc. 10150 SW Nimbus Ave. Suite E-7 Tigard OR 97223 PHONE(503)639-3200 FAX(503)620-8094 


Psychotic Killers. 


Hiand-ToOo-Hand 
Cloormbat. 


righ Explosives. 
7 \cid Baths. 


i, ‘ 
~*~ ae : 
' ee 
Me sien™ 
ie 
ie < 


Kat, chopper pllot— turned survivalist, has only one 
hope for escape from Generalissimo Minh's maximum 
security facility...You. Guide Kat along the Critical Path, 


through scene after scene of killers, mutants, traps 
and high-explosive surprises. Its a gritty, realistic 
cinematic experience’ 

This isn't a game...they're going to KILL me!” 
Fram your fully-equipped control center, you share 
Kats view via a camera mounted on her headset. 


Action bursts forth on your screen with litelke 3D 
motion video, explosive sound effects and music 
soundtrack! Warn Kat of fast-approaching dangers. 
But if you slip up... it's 

‘Game Over"! Sign up tor \ 
combat duty at a software | 

dealer near you. MEDIA VISION 


oe ne 


CD-ROM Media Vision, the Media Vision logo and Critical: Path are trademarks of Media Vision, Inc. All other trademarks are those of their respective companies. All nights reserved. 


Call 1-800-845-5870 for information or a dealer near you. © 1993 Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. Fax (510) 770-9592. 


Command 


Adventures: Starship 
by Merit 


In the year 2127, the Galactic 
Wars have just ended. You are the 
hero of your race, earning commen- 
dations for excellent military service, 
but with the war over, the military 
has given you an honorable dis- 
charge. With the money you have 
and an unquenchable desire for 
excitement, you’ve just bought a 


new starship and have decided to 
head out to parts unknown to 
explore the riches of the galaxy with 
the goal of making the universe safe 
for your people. 

The galaxy, however, is nota 
friendly place for a traveler like your- 
self. You’ve made some enemies in 
the past who are currently plotting 
their revenge. Your ship is also a 
beacon for pirates and bloodthirsty 
aliens who like nothing better than 
destroying other craft to take the 
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ee KO 

cargo they contain. It’s an exciting 
time to be traveling, but it certainly 
isn’t a safe one, Also in the back of 
your mind is the thought that while 
the war is over, the current peace 
may not last. 

Command Adventures: Starship 
features over 50 ships that can be 
custom configured to your needs 
with more than 80 weapons, shields 
and engine systems. Also included 
are dozens of planets of six different 
types (arctic to volcanic), each with 


° SR Rn SS BRS reer" 
pa vez | heat 


TECH 


Retail Price: 


te Soe, Peet & 


Be ee 
Command Adventures: Starship 
will also feature incredible replaya- 
bility, since the entire universe can 
be regenerated at any time. Smooth 
scrolling animations coupled with the 
ability to play up to eight sound 
effects at the same time make this 
game an excellent sensory experi- 
ence as well. Conquer the universe 
in style with Merit Software’s Com- 
mand Adventures: Starship! 


ta 
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PC and Compatibles 
G 
nS) 


~ sound boards 


ind a well 


Because Simon is no ordinary sorcerer. 


He’s an adolescent with an attitude, who 3 7™ | wizard Sordid. 


accidentally stumbles upon a magica Discover a 


d 


dimension on 


the very verge 


of collapse. 
As fate would have it, only 


Simon can save it from a tyranny of 


FOCcCO 


Activision” Company 


™ 


Simon The Sorcerer is available for order: see your local retailer or 


call 1-800-477-3650 


IBM and compatible computers. 


TSUNAMI 


(pronounced soo-nah’-mee) 
n. A powerful vision 
and a fresh approach 
to an almost forgotten 
art...the ancient art 


of storytelling. 


_ Look for t 
_ TSUNAMI titles: 


for these premium | 


™ designates a trademark of Tsunami Media, Inc. 
©Tsunami Media, Inc. 1993. All rights reserved. 
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YOU'RE JAKE RYAN, rookie motorcycle officer. Ten years have passed since the 
unsolved murders of your parents, but a twisted trail of evidence still exists. 
While patrolling your beat, pieces from the past begin to link with the present. 
You're treading where you’re not wanted and someone wants you to know it! 


BLUE FORCE...Realize your destiny. 
Available from your local dealer in 3.5” disk or CD-ROM FORMAT. 


Tsunami Media, Inc. is an independent publisher, distributed exclusively by Accolade, Inc. 


Pas ys 


= - ee Seapets 
This game is not for the faint-hearted. Contains 
= violence and some material inappropriate for minors. 
NOT RECOMMENDED FOR PLAYERS UNDER 13. 


“one of the games develipediby Viegatech Seftware fas. beem rated by the MPAA. 
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All companies and product names mentioned are trademarks or registered trade 


\. Give Your Joystick 
\ a Thrill. 


n the early 21st century, staged fight- 
ing has become a lucrative profession for 
female hardbodies, with dozens of legal 
arenas in the city. But for the leanest, 
IN meanest warriors, the real money comes 
a from the illegal bouts held outside 
the city. It’s the hottest day of the 
summer and you're baking inside 
a dilapidated warehouse. You — 
and your opponent — wear the latest 
in MECHA armor. The best fighting 
armor in the world. 
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This won’t be any picnic. With the 
intense heat and action, you'll both end 
up in less than full body dress. 


It's dream babes in heavy armor battling for 
prize money — action packed, arcade style 
fun for your PC. But be warned — with its 
intense violence and voluptuous women, 
Metal & Lace: Battle Of The Robo Babes is for 
mature audiences only. And not for the faint 
hearted. Available now at your nearest dealer or 
call 1-800-258-MEGA. Or write Megatech, 
P.O. Box 11333, Torrance, CA 90510. Visa, 
Mastercard, checks accepted. 


System requirements: 286-20 or faster machine 
(386 recommended) with 640K RAM, hard disk, 
joystick recommended. Operating Sys.: MS DOS 
3.3 or above, Windows 3.1. Graphics compatible 


; eg eee, > with VGA. Sound support: Sound Blaster, Sound 
E \ Blaster Pro, Thunder Board, Pro Audio Spectrum , 
AM Adlib Gold and Speed Master. 


a free demo, call our 24br. BBS at 310-539-7739. (841) > WECAT 


; of the respective owners. 


SINCE THE DAWN- 
ING OF HUMAN 


a HIS- 
TORY, THERE HAVE 
BEEN THOSE WHO 


HAVE WANTED TO 
SUBJUGATE THE 
WORLD TO THEIR 


WHIM. A HANDFUL 
(CAESAR, ALEXAN- 
DER THE Great, 
 ATILLA THE Hon, 
NAPOLEON) HAVE 
HAD THE MIGHT AND 
THE BRAINS TO CON- 

- QUER HUGE TRACTS 
OF LAND. BUT NO 
EMPIRE LASTS FOR- 
EVER. Now, You 
HAVE YOUR CHANCE 
AT WORLD DOMINA- 


TION. STARTING 
WITH A FEW COUN" 
TRIES AND RE- 


SOURCES, YOU MUST 
BUILD YOUR EMPIRE 
FROM THE GROUND 
UP... 
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GETTING STARTED 

Since the starting positions in 
Global Domination are random, 
there is no adequate way to suggest 
where you should start. However, 
regardless of your opening position, 
there are certain strategies that can 
help you conquer your enemies and 
forestall revolution. 

The first thing you should do is 
access your logistics screen and 
look at the various armies pre-made 
for your use. Each one represents a 
different configuration of troops, and 
for the most part, you can keep them 
as is. However, if you are playing a 
game that includes revolutionary 
forces, you would be well served to 
delete either the 23 or 25 point army 


BY IMPRESSIONS 


and create one that contains only 2 
infantry units. This unit is useful for 
placing in countries that are not 
adjacent to enemy territory but are 
abutting territories taken over by rev- 
olutionary forces. Also, you should 
allot some additional resources 
toward transport, because until you 
do, you will be unable to move more 
than a couple of armies per turn. At 
the start of the game, this dramati- 
cally limits the amount of territory 
you can take over in a turn. Further 
into the game, it will prove even 
more important as several fronts 
against your enemies spring up. At 
least a fifth of your resources should 
be slated for transport with addition- 
al planned for fleet movement. 


Now, study your starting position 
with respects to your opponents. 
Before building any armies or taking 
your first move, look at each of the 
territories you possess and those 


that surround it. It's safe to assume — 


that for several turns, you will not be 


attacked by enemy troops, as there 


is a lot of unclaimed territory in the 
world. When that level starts to 
dwindle, your opponents will start 
looking at land already possessed, 
but for now, don’t worry about them. 
Look instead for land areas with 
large resources available. 

Key spots to look for are the east 
and west coasts of North America, 
the Great Lakes region, Northern 
Africa and the Holy Lands, India, 
Europe and Japan. Chances are 
very good that you will either start 
with one of these territories or be 
right next to one. Since you will 
probably be only able to move one 
unit on your first turn, move into a 
territory with a large city. If you have 
something in the area, try Europe 
first, since that offers a number of 
large cities in a very small area. 
~ Don’t pay much attention at first to 
the bar graph showing the amount of 
area you control versus your oppo- 
nents. While land area is important, 
it is not nearly as critical as the total 
resources that are available to you. 
It is quite possible to control the 
smallest amount of territory and still 
be the most powerful contingent on 
the board by virtue of strong 
resources. Large land masses with 
small cities (like northern Canada, 
‘much of northern Asia, Australia and 
South America) look impressive on 
the main map, but do not offer as 
much tangible good to your forces 
as three or four sizable cities. It’s 
also a good plan to leave a unit in 
valuable territories even if they are 
not threatened just to protect them. 
This is especially true in games that 
include revolutions. 

After your first turn, when you are 
able to move several units at a time, 
look for ways to seal off large areas 
of territory to take at your leisure. 
For example, a large portion of India 
can be sealed off by controlling five 
contiguous countries. This is also a 
good time to look for a country of 


yours that is isolated from enemy — 
territory. Large amounts of land can | 
be absorbed simply by placing a unit 
in the country and moving it off — 
immediately, repeating until you run — 
out of transport resources. Australia, 


Scandinavia and South America can 
all be taken in a couple of turns like 
this if you manage to get a favorable 
starting position. 


DIPLOMACY 


Of course, there is more to world 
domination than simply attacking 
other countries. You must also try to 
feed one opponent off another, 
keeping them unbalanced and away 
from your territories. Early on, 
attempt to sway each of the other 
leaders with a simple alliance. Don’t 
ask for too much; a couple of 


you gauge their response. Some will 
accept while others will tell you they 
don’t need your help and are fine on 
their own. Since it’s still in the early 
going, pay them no mind. At this 
stage, however, it’s a very good idea 
to stick to the treaties you have 
signed. Don't create an alliance at 
this point for more than half a year, 
as this will run out about the time 
that open land starts becoming 
scarce. 


Once land becomes scarce, pick 
one opponent who seems to be the 
most in your way and try to sign 
pacts with the others against him or 
her. If one agrees, you’ve found an 
ally that can help you rid yourself of 
a thorn in your side. If you do man- 
age to sign a pact, do your best to 
avoid attacking this new ally until the 
terms of the pact are met. 

For those with a machiavellian 
streak, this offers an excellent fol- 


low-up stintiyy as well. As your new 
friend starts pummeling your com- 
mon foe, begin a build-up of forces 
near your ally’s countries. Once the 
pact is over, the terms of that pact 
will have helped weaken the side 


that was your friend, providing you 


with several territories that should be _ 


easy pickings. You can sign a treaty : 
with another leader at this time to | 
help destroy the one you had your ~ 
- first pact with. While not mi 
effective, this can work. : 
months will do, since this will help — 


Serickxes 


Spies are highly useful to your 
cause, since they give you inside 
information on just how your ene- 
mies are doing, their mood toward 
you and their level of sanity. His 
mood is important to you. An 
aggressive opponent is more likely 
to attack, while a defensive one is 
more likely to stockpile armies and 
incite unrest in your territories. An 


expansionist will do his or her best 


to take over as much neutral land as 
possible. Desperate leaders will 


stockpile armies in their few territo- 
ries until a breakout is possible. _ 


Finally, if you attack one leader 
excessively, they may turn vengeful, 
in which case, they will expend 
every effort to destroy you. It is also 
possible for a leader to become 
vengeful against another computer 
opponent. If this is the case, avoid 
the vengeful leader’s land, as this 
may turn him against you. 
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Leaders also have a chance of. 
- going insane. Those who are fre- 

quently attacked will have a. high 
percentage chance, while those who 
exist peacefully will have a low prob- — 
ability. Once insane, one of three 


moods sets in. Paranoid leaders will 


use a lot of intelligence and special — 
forces, trying to keep what's his. © 


_ Fanatical leaders are the exact 


opposite, spending every resource 
on armies and expansion. A com-. 


pletely mad leader is totally worth- 
less and will do nothing on his or her 
turn. If a leader goes mad, this is a 
great chance to grab some territory. 


Madness is not permanent, so use it 


to your advantage while you can. 
Special forces can be used to 
cause unrest and revolution in 
enemy areas and to calm potential 
revolutions in your own. In games 
that include revolutions, use your 


special forces to cause unrest in 
_ enemy areas that contain a lot of | 
resource value. This not only helps” 
_ you by taking a territory away from 
your opponent, it helps prevent his — 
_ further build-up. The other use for 
special forces is to destabilize an 
‘enemy leader. A successful attempt 


at destabilization will result in an 


additional 15% chance that said 


leader will go insane. This can be 
not only useful but also amusing in 
the extreme. In games without revo- 
lutions, you will need considerably 
less of your resource output placed 
into special forces. 


REVOLUTION 


While it is possible to play the 


. game without revolutionary forces, 
its a much more complete and real- 
istic simulation with them. The only 


way to guard against revolution is to 
keep at least a small army in each of 
your territories, especially those bor- 


dering land already in revolt. Also, 
put additional resources into special 


forces so they can be used to calm 
revolutions in your territories. If 
there’s ever a question of where to 
put special forces to prevent revolu- 
tion, go from a strategic standpoint 
first followed by an economic stand- 


point. It’s better to lose resources 
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and maintain a military presence in a 
troubled area rather than the 
reverse. 
THE MILITARY 
Buritp-Up 


Of course, what all of this leads up 


to is your military machine at work. 
No matter how diplomatic you are 
-and no matter how successful you 


are at destabilizing your enemies, 


the final analysis is that you have to | 
attack and win to take over the 


world. 


At first, everyone’s military 
machine is very weak. Thus, it’s very 


_ important from the outset to try and 


take over as much valuable area as 


you can. This starts a self-repeating 
cycle; with more resources, you can 


create more armies to conquer more 
land, which gives you greater 
resources, etc. The reverse is also 
true; without resources, the amount 
of territory you can take over is small 
and you will find it very difficult to 
protect yourself from your enemies. 
It's not always possible to gauge 
another unit’s power just by looking 
at it, although if you move in a sub- 
stantially larger unit, the chances are 
very good you will emerge victori- 
ous. Other battles are harder to 
judge. The way to protect yourself 
from an strong enemy incursion into 
your territory is to make sure you are 
aware of every battle that you are 


involved in on the board. In every 
possible case, place an army in a 
country next to the one in conflict. If 
your forces win, you can simply add 


_the new army to the one that just 
_ fought, supplying it with needed rein- 
_forcements or move it to another ter- 


ritory. If your forces lose, move the 
army you've just created into the 
new area. This way, you can attack 
the same tract of land immediately 
before your opponent has a chance 
to reinforce the area. — : 

Be very aware of shipping lanes. If 
you aren’t on your toes, your enemy 
can slip an army in your back door 
before you have a chance to react. 
You can also use this to your advan- 
tage, however. Monitor your ene- 
mies’ units located in territories with 
shipping lanes that connect with 
your property. If he sends a unit 
over, place a large army in your own 
territory. He’ll end up with a battle he 
thought he could win, but now can’t. 
This wastes his military and fleet 
resources and costs you only the 
price of an army you would have 
eventually built anyway. Watch your 
shipping lanes closely and don’t get 
caught here. 

Dividing up enemy land does you 
little or no good and invites your 
enemy to attack your flank when you 
aren't looking. Solid blocks of land 
(like Australia, Scandinavia, South 
Africa and South America) are easi- 
er to keep track of and easier to hold 
onto. As this is the case, don’t try to 
blitzkrieg your way across the globe. 
Instead, move a solid front in one 
direction or from a central point, 
keeping your borders secure and 
your frontiers heavily guarded. 

Remember that in the world of 
global conquest, nobody remembers 
the also-rans and no one took over 
the world by being nice. Always go 
for the jugular and always be on the 
attack. 


-Steve Honeywell 
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C6R STRATEGY 


World War | was a watershed con- 
flict in human history. Nascent 
industrial might met outdated theo- 
ries of war; the result was a huge 
meat grinder of young men and 
resources, larger than any had 
believed possible. It was the first war 
upon which technology had a visible 
effect, as the battlefields changed 
drastically with the introduction of 
tanks, airplanes and submarines. 

The following notes are intended 
not as an in-depth treatise on mili- 
tary theory, but as guidelines to 
strategy. The Great War is a 
wargame that focuses more on tac- 
tics than detail; this allows a more 
general approach to the use of strat- 
egy in the game. Thus, this guide 
will first discuss important strategies 
to use, following with specific exam- 
ple on how to apply these strategies 
for each side in the first three sce- 
narios. 


The most unique feature of GW is 
its use of unit experience. There is 
no factor more important in the suc- 
cess of an attack than the skill of the 
unit. Forces with more experience 
survive better and do more damage. 
Therefore, it is imperative that all 
friendly forces attain and maintain 
high experience levels. There are 
two methods for assuring this. 

The first and most important 
requires that restraint be used in 
assaults. Units cannot keep high 
experience levels if they do not sur- 
vive. Therefore, with rare exception, 
never attack with a unit that is at 
half-strength or less. For elite units, 
this threshold may be raised to two- 
thirds. Deny the enemy the chance 
for counterattack during the friendly 
attack phase, and then withdraw the 
unit to a depot to repair. It is certain 
to be hit at least one more time 
before it can retreat, and initiating 
this process at four units remaining 
rather than two guarantees a much 
_ higher rate of success. 


The other method lies in a philoso- : 


140 COMPUTER GAME REVIEW 


a DE 
Great War 
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phy of sharing kills. While a unit 
gains one point for successfully 
attacking, it gains two for destroying 
an enemy. Remember also that no 
unit may have more than six points. 
Thus, schedule attacks on weak 
enemies by inexperienced units, 
while using the full fury of veteran 
units to soften up strong enemies. 
Two or three repetitions of this tactic 
will result in a very strong force. This 
is particularly relevant to artillery, 
which should always clean up small 
enemy forces. The extended target 
choice of units with ranged weapons 
allows them this luxury. Remember 
that a six-point medium artillery unit 
can often shatter a full enemy unit in 
one attack. 


Combimed Arms 


Unlike some war simulators, GW 
demands patience. Lone units can- 
not haphazardly strike at the enemy; 
they will quickly be isolated and 
destroyed. A careful, combined 
arms assault approach will be 
required to win in these scenarios. 
There are three elements to this 
approach: terrain, support and com- 
bined arms. 

Terrain is a very subtle feature of 
the combat system; it is unlikely to 
be noticed at first, but will slowly 
build statistical evidence. Its effect 
on movement is obvious, however. 
This forces a compromise between 
speed and safety. For example, a 
unit on a road caught by artillery will 
take far more damage than a unit in 
the woods, but that unit will be 
exposed to the artillery for less time. 
In general, avoid speed, since this 
will channel friendly forces into a 
thin line, easily broken. Instead, 
maintain a broad but deep front 


regardless of terrain, taking advan- 
tage of its defensive bonuses. 

Support is crucial to success. 
Group units in self-sufficient task. 
forces, large enough to surround for- 
ward elements of the enemy. Attack- = 
ing from the flank as well as the front. ae 
will cause much more damage. Be 
aware also that grouping aids defen 
sively as well. Except for artillery 
attacks (which ignore surrounding 


units), always maintain ‘so 


Finally, a combinea:< arms 
is vital to success. infanty : 


mass attack. Friendly arounele rCE 
should never venture far from sup 
port like artillery, bunkers a 
armored trains. On enemy contac 
these units with long-range capabili 
ties should first remove the enemy’s | 
ranged capabilities (making with- 
drawal of injured units simpler) and 
then destroying enemy supporting 
units. Meanwhile, the ground forces 
Surround and destroy enemies indi- 
vidually. This approach creates an 
insatiable war machine; if undertak- 

en near a repair spot, it can be 
unbeatable. 


Objectives 


Finally, be aware of the objectives 
in a scenario. Organize the defenses 
and attacks realizing that only com- 
plete destruction or a HQ capture 
ends a scenario. Deprive the enemy 
of resources whenever possible. 
Decide early which victory condition 
to aim for, and don’t waver. Patience 
guarantees success. 


PULSE 


This sce- 
nario is a 
simple exer- 
cise in com- 
bined arms 
warfare. 
Take the 
depot with 
your forward 
infantry units 
as quickly as 
possible, 
and begin 
shuttling 
troops down 

_ the southern road. Rest assured that 
the Allied forces are doing the same. 
~ You have more artillery in the the- 
ater than they do, but don’t underes- 
timate theirs. Strike at their artillery 
with yours. Unfortunately, you'll have 
little cover ne down the road. 


“ near ‘the lake; you don’t have 
gh manpower to force a new 

nce is the key; if neces- 
Madge and take the 


timination of Allied forces is proba- 
bly easier than a HQ assault. 


‘Cc IVE. 


You will begin this scenario with a 
heavy resource advantage over the 
Allies. It is important to maintain it; 
with the few resources available to 
your enemy, early casualties may 
become crippling. There are three 
friction points in this scenario: the 
NW front, the center and a thin line 
of defense in the SW. In all but the 
last, you have a positional or man- 
power advantage. This front is a 
loose thread in your defense that 
could unravel the scenario. Shore up 
your line there as quickly as possi- 
ble; two factories are located too 
close together for comfort. By divert- 
ing enough resources there and 


gs 


fighting patiently, you can wrest the 
factory from the allies. This will form 
a new flank to assault their HQ and 
will win the scenario. 

But before that can happen, you'll 
need to handle the other friction 


points as well. In the NW, your 
temptation will be to try a direct 
assault on the Allied HQ. This is 
foolish and will waste a full wing of 
your troops. Instead, lay a trap. 
Extend your manpower out from 
your artillery umbrella while quietly 
massing more artillery behind the 
lines. Then begin a fighting with- 
drawal designed to lure Allied 
ground forces into your crossfire. 
When those forces are destroyed, 
hold position and angle into the cen- 
ter. Your troops in the center, rallied 
around train artillery, should attempt 
a static situation. When the NW front 
is quiet, shift those troops south and 
your center west in a grinding pincer 
movement, shattering the Allied cen- 
ter. Try to cut off the deadly armored 
trains during this step, if not before. 
Timed concurrently with a break- 
through in the far west, the Allied 
HQ can be broken with a full flank 
assault along the rails. 


Resources will be a problem in this 
scenario. Only one factory is 
assured, while the Allies will hold 
two plus a forward depot. Resist the 
wedge that the enemy will attempt to 
drive between your factory and your 
HQ. The Allies must be pinned down 
outside that depot, or you will never 
defend against the wedge. 

Send a forward guard to contest 
the taking of the depot, but don't 
hold much hope. Concentrate 
instead on building a strong com- 
bined force at the factory. Once this 
is complete, grind away at the depot. 
lf possible, send a small diversion- 
ary force after the Allied factory on 
the east island; this will either draw 
off defending forces from the depot, 
or allow a flank assault on the Allied 
HQ. Once the depot is held, sit on 
the gap while shipping in artillery. 
Once the depot is surrounded with 
ranged units, begin a slow but inex- 
orable march to the HQ. Now, if not 
before, the eastern factory should be 
taken. HQ capture is the best victory 
option. 
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To begin 
with, do the 
obvious: cap- 
ture the near 
depot while 
positioning 
the rest of 
your troops. 
That depot is 
best taken by 
the forward 
cavalry; that 
way, its inter- 
nal units and 
repair facili- 
ties will be available at the same 
time that forces begin to seriously 
clash. Let your medium artillery trun- 
dle up the road on its own; use the 
truck to position your heavy artillery 
near the forward bunker. Mass your 
troops by that bunker, using the 
woods for cover. The Germans will 
attempt a small penetration over the 
hills by the lake; be prepared, but it’s 


easily repelled by your rear bunker 
and a single artillery unit. Then, set- |= 
tle into trench warfare, expanding 


slowly northward. They have good 


artillery support, so don’t send single nee 
units on sorties; move in your — : 
artillery with ground forces and over- 


whelm them. Either full destruction 
of German forces or capture of the 
HQ should be possible if you follow 
general tactics and are patient. 
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Three battles will occupy your 
attention almost immediately. Lucki- 
ly, only one is crucial, and it’s the 
smallest. The German forces will 
press hard towards your HQ in the 
northeast and probe your defenses 
in the center of the map. The HQ 
attack must be repulsed firmly. 
Accomplish this by holding the north 


bridge with Charrons, and sweeping 


the broad plain: with ee Bont 


second factory from the Germans 
using infantry as quic 
With patience and ‘skill, you can out- 
maneuver them and grab the facto- 
ry. Now begins the counteroffensive. 
Slowly infiltrate the SW corner, using 
the cover provided. Train artillery fire 
will devastate lone assaults, so 
attack in force. Send in your 
armored trains, using their range to 
destroy infantry without fear of loss. 
It is they who will smash the train 
artillery. Swarm over the NE factory 
while probing near the German HQ, 
and set up a coup de grace with 
quick infantry produced near the 
enemy under artillery support. 


SPORT 


Speed is of the essence in this 


scenario. If you capture the depot 
strongly and quickly enough, the 


Mei wet ew ee 


Germans will face a resource deficit 


that they will be unlikely to recover 


from. Take and hold the depot at all 
costs: that pass is the key to the 


scenario. Without it, the Germans 
cannot muster the strength or the 
terrain to assault your HQ. Set up 
artillery around the mouth of the 
depot, so as to have a clear field of 
fire. Experienced artillery and a few 
supported infantry units can hold the 
depot against most enemies. 
Beware of intrusion on the east 
flank; the Germans need another 
factory desperately. In fact, the east 
side of the map may be an ideal 
place to probe in order to confuse 
the attack upon your depot. It is 
worth the sacrifice of a few minor 
units to keep the enemy occupied 
while you build an invulnerable force 
at the depot. After doing so, march 
in force (leaving enough to hold the 
depot against counterattacks) and 
take the remaining factory. Once this 
is done, attrit the Germans down 
with slowly advancing eastern 
assaults. Trap and destroy the 
armored train with infantry and 
artillery, and little stands in the way 
of either full destruction or the cap- 
ture of German HQ. _=-Kevin Perry 
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Sound Blaster Deluxe $89 
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game that com- 
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simulation with plot 
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and mutate artificial 
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of outwitting your 
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‘DARK SUN: THE 
SHATTERED 
LANDS’ The world 
of Athas is arid and 
bleak, a wasteland, 
ruled by thousand 
year kings. Your 
party begins as 
slaves in the city of 
Draj, destined to 
die as gladiators. 
You must find a way 
to escape into the 
hostile wildness 
and create a pow- 
erful rebellion. $52 
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Strike Comm Spec Op 1 $24 
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Con STRATEGY 


Want some strategy? ‘Course ya 
do! With Return to Zork, you'll need 
some! For those of you who need 
your hand held, buy the hint book 
(order form included in the RTZ 
box). For those who simply need a 
little assistance, read on. 
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Vulture Pass, the first puzzle in the 
game, is an easy one. If you keep 
getting killed by the vulture, maybe 
you should get the vulture stoned. 
Make certain you examine the sign 
carefully. No green thumb is needed 
to keep a bonding plant alive, but 
exercise a little care. 


To get into the Great Underground 
Empire, you will need to be at the 
Old Mill. Boos Myller has the key, so 
you will have to play his game. If you 
keep waking up next to his truck, 
perhaps you should consider a more 
teetotalling lifestyle. Boos will not 
give you his keys willingly until you 
drink a toast with him. If you have 
examined the Mayor’s files, you 
already know what that toast will be; 


if you have heard the Orb speak on 
the subject of Boos, you have all the 
information you need. When Boos 
pours you a glass of rye, make a 
toast, pour the rye into the plant, 
then “drink” the glass. Repeat this 
step two more times, then ask Boos 
for his keys. Repeat the “toast” 
sequence once more and Boos will 
fall over drunk, dropping his flask in 
the process. Make sure you pick it 
up! Go out back of the mill and 
unchock the water wheel. Back 
inside, Boos will be up and around, 
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offering you more rye. Notice the 
trap door that has opened in the 
floor? Climbing down will leave you 
at the entrance to the GUE, and 
Boos’ keys will fit the lock. 


Getting inside could best be 
described as “no pane, no gain.” 
Once inside, enter the bathroom (it’s 


| 


%. 


Se a la ea 
most unexpected 


Rebecca shows up in the 
places. 


the door just to the left of the 
kitchen). OUCH! Tell the nice lady 
pointing the shotgun at your head 
what she wants to know, and she'll 
give you free run of the farm. Go into 
the kitchen. See the sink? See the 
soap? Carrying anything that is so 
dirty you can’t tell what it is? If not, 
you've missed an important piece of 
the puzzle, and you’ll have to go 
back to West Shanbar to get it. Next, 
get the Thermozz and fill it with 
water. Exit the kitchen and go to the 
bedroom. Get Rebecca’s mirror. As 
to how to get past Alexis, try a few 
things. Try giving her the meat that 
was in Rebecca’s freezer. No good? 
How about threatening her with your 
knife (or sword, if you’ve gotten 
that). Still no luck? How about play- 
ing back her own growl which you 
have so masterfully captured on 
your tape recorder? Give up? Good. 
You CAN'T get past Alexis. 


The note on the door reads, “If you 
can get in, you can have it.” But gee, 
none of your keys seems to work. 
Seen a locksmith? If you have, you 
aren't playing Return to Zork. Tried 
knocking? Well, let’s see... If you’ve 
been to see Pugney, you have what 
you need. If not, go see him now. I'll 
wait here... Back already? Now how 
exactly is a box of brassieres going 
to help? Ever looked at women’s 
bras? Some of them provide more 
support than others. Remember the 
late sixties and early seventies? 
Remember feminism during those 
years? Feminists saw the bra as a 
garment imposed on them by soci- 
ety (men in particular), and they 


were having none of that. Remem- 
ber that incinerator just down the 
road from the general store? You 
can relive the glory days, when femi- 
nism was at its peak, when scores of 
women cast their bras into the 
flames of societal change, ushering 
in such phrases as, “Is it me, or is it 
just cold in here?” A warning about 
the incinerator: Do not pull both 
levers at the same time! Look in the 
drawer after you’ve cast the bras 
into the fire. Boy is that thing hot! 
Pour some water from the Thermozz 
onto it. Now you can pick it up. Take 
this wire back to the General Store. 
Ta-da! You’re a world class thief! 


Note that sign: if you didn’t get the 
bonding plant at Vulture Pass, you'll 
have to figure out how to get back 
there. If you have the bonding plant, 
you'll have to have some schtick 
with which to please the regulars. 
Did you get the book from the Fool's 
memorial? Have you shown it 
around? Pugney knows what it is, 


= 


but can’t help you any further than 
that. Rebecca knows what it is, but 
won't give you any more than the 
title until you visit her mentor back in 
West Shanbar. The Mayor, besides 
being a windbag, is also fairly knowl- 
edgeable about archaic Zorkian lan- 
guages, so visit him while you're in 
West Shanbar also. Go back to East 
Shanbar, find Rebecca, and she will 
now be able to translate for you. 
Heh! Another person to ask about 
the book is the Blacksmith, but, as 
always, he'll charge you for it. Those 
three are the easiest to find. The 
only other people who can translate 
the book for you are Canuk and the 
Witch Itah. The witch is easier to 
find, but make sure you aren't car- 


ryin’. Once you have the requisite 
four jokes, go to Chuckles Comedy 
Club and use your tape recorder to 
play them back. You'll be rewarded 
for your incredible humor by Cliff 
(who happens to be the Waif’s 
father). Climb back up, and don't for- 
get to take the rope. 


Ahh — a YB 
The cow only eats carrots. Have 
you seen any carrots? Offhand, I'd 
have to say that, on a farm at least, 
you'd probably find crops in a silo. If 
you can’t do anything with the latch, 
you either don’t have the key in your 
inventory, or else you don’t have it in 
your hand. For those of you who are 
not up on the latest in Zorkian silo 
technology, the latch is a pawl and 
ratchet affair, which you cannot turn 
with your bare hands. Once you 
have the silo open, get some carrots 
(you have an unlimited supply, since 
these are super-hybrid, guaranteed- 
not-to-rot carrots). Feed the cow, 
then milk her. OUCH! HINT: the cow 
kicked you because she was 
uncomfortable. Ever heard the 
ohrase “cold hands, warm heart’? 
Figure a way to warm your hands, 
then milk the cow. Spilled milk? 
Don’t cry. Milk the cow with the 
Thermozz (make sure it’s empty). 
Drink the milk at least three times, 
then make sure you have one more 
Thermozz full of milk. 


ie 
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This guy won’t listen to you at all. 
He’s too preoccupied trying to shoot 
the fairy. It doesn’t help that the fairy 
keeps taunting him. Hmmm. Usually 
bowmen are pretty good shots. This 
guy certainly seems like the Robin 
Hood type. But jeez, what an awful 
shot! Even R.H. couldn’t miss at that 


range. What did he just say? That 
he was blind but he could still hear 
her? He’s probably been wandering 
around in the Whispering Woods. If 
there’s any milk in the Thermozz, 
give him the Thermozz. He'll be so 
ashamed that he was shooting at a 
fairy that he’ll give you his bow and 
arrows. What a great guy! Now go 
find the fairy. She’s in a dark place, 
but like some other winged crea- 
tures you’re probably familiar with, 
she is attracted to light. She’s sup- 
posed to reward you for “freeing” 
her, but this fairy is a bit stubborn. 
You should probably threaten to pull 
her wings off. Then again, maybe 
not. 


to find Charon. Once you have 
found him, you need to have the 
thing that Moodock gave you. 
What’s up, duck? That’s no duck, 
that’s Canuk! Get the scroll, then 
read it to the duck. DO NOT ask 
Canuk about the scroll. However, do 
ask him about the ship in the bottle. 
He will magically shrink you to fit. 
Time is relative in both Einstein’s 


universe and Zork, so don’t keep 
looking at your watch. You need to 
find both the safe and the combina- 
tion. Look out! Once you have the 
safe open, you'll either need to have 
the piece of shiny metal or what you 
took from Rebecca’s dresser in your 
hand. Otherwise, you'll be a mallard. 
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Darkness got you down? Grues 
keep feasting on your entrails? | 
Suppose by now you've figured out 
that it’s impossible to defend your- 
self while carrying a lit match; that 
illumynite doesn’t seem to do much 
either. Sounds like a good old-fash- 
ioned quandary wrapped in a riddle 
inside an enigma. Have you been to 
the Dwarven Mines yet? If you have, 
wear what the dwarves gave you; if 
not, you'll have to go there first. 


You still keep getting killed? That 
guy sitting outside the entrance 
probably knows a few things (or 
rather, knew a few things). If you 
Zoom in on him, you'll notice that he 
has written LUD in the dirt. While it 
is theoretically possible that this guy 
was an egomaniac who simply want- 
ed his dying act to be writing his ini- 
tials in the dirt next to him, it is 
extremely unlikely, given that you’re 
playing an Infocom game. LUD... 
Life Under Dirt? London Ulster 


Dublin? Lithium Uranium Dyspro- 
sium? Ladies of Unnatural Dancing? 
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Left Up Down? 

Once you get to the troll king, he’ll 
probably just kill you. But boy, does 
he bluster while he’s killing you! 
Ever find yourself talking to yourself 
when you’re walking through an 
extremely dark patch of woods at 
night? Nervous? Sure, he’s nervous! 
You’ve just killed three of his elite 
guard and you’ve barely broken a 
sweat! Call his bluff! (Okay, if | have 
to spell it out for you: keep threaten- 
ing him until he runs away. He’ll 
leave that lovely necklace behind.) 


So you’ve found the mining camp! 
Found the mine car and everything. 
Keep twisting and turning every 
which way in it, but can’t seem to get 
anywhere but back where you start- 
ed. Chances are you heard what the 
general and his aide were saying. 


Probably even tape recorded it. Still 
can't figure it out? Feeling about as 
bright as a two watt bulb right now, 
are ya? Those two guys sure did talk 
a long time. What was it they said? 
Listen carefully: they are giving you 
explicit directions through the mine. 
Each time they mention “left,” “right,” 
and “straight,” write it down. This will 
give you access to the ancient ruins. 


Here are the lovely, historic 
Ancient Ruins! Dirty sculptures done 
dirt cheap. And what, exactly, is a 
“trencher?” According to ancient 


myth and legend, like that found in a 
dictionary, a trencher is a wooden 
platter used for serving food. Hmm... 
This doesn’t sound right... Better 
consult Ms. Peepers’ notebook. 
Nothing in here about statues. Nope, 
just something about an ancient 
forge... 


lf you didn’t write down the infor- 
mation in the mayor’s files about the 
muses, you cannot proceed from 
here. You must go back to West 
Shanbar (and, if you’ve made it 
here, you should have no trouble 
getting back there again). Once you 
have placed all the items properly, 
put the disk pieces in the trencher, 
then press either button (although 
the red one is much prettier, don’t 
you agree?). The Flying Disk of 
Frobozz will have been re-forged. 
It’s worth a close look. 


Isn't it annoying that I’ve saved 
this until last? Don’t you just hate 
people who won’t tell you things up 
front and who go on and on and on 
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tion about the one thing you desire 
to know the most about and who just 
won't give you the time of day until 
they've had their say so that you 
can't get a word in edgewise? Yeah, 
me too. So without further ado, but 
you'll have to translate it yourself: 
LARA LBBR AALL BRBL ALBR 
AALB RRAL BRBR. You should 


have itinnotime. -Teg Chapman 
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Video Cube Space 


by Aris Entertainment 
For PC CD-ROM with Windows 


Windows-based CD games are 
obviously a hot new commodity in 
the MPC universe, with Video Cube 
Space, a puzzle contest from Aris, 
the latest example. 

The first thing potential purchasers 
will notice about Video Cube is its 
incredibly creative packaging. The 
game box is actually a simplified 
Rubik’s Cube, which opens and 
reforms in a variety of cube-like con- 
figurations. 

Unfortunately, the box is also the 
most innovative thing about the 
entire program. It may even be a 
more entertaining puzzle. While 
Video Cube is loaded with bells and 
whistles—there is no shortage of 
FMV imagery, explosions, and a 
nice musical score—the game at its 
center is unfortunately weak. 

The idea here is that the player 
must start with a four by four grid of 
mixed photo sections, all involving 
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Space-related scenes (the Chal- 
lenger taking off, multi-stage rockets 
breaking apart, heavenly bodies, 
etc.). These photo pieces, when cor- 
rectly put together, form a variety of 
images, which transform into a brief 
bit of full-motion video. 

Video Cube opens with all the 
flash and fury of a major new sci-fi 
film. There are explosions and float- 
ing three-dimensional objects, 
including a cube, which first appears 
in the distance, against what looks 
like a bird’s eye view of an oncoming 
rocket. The cube then zooms for- 
ward, rotating slightly to show its 
dimensionality, until it is in the mid- 
die of the screen. 

At this point, the cube becomes a 
flat square. Players then move the 
cursor to any of the sixteen grid sec- 
tions and rotate it until it forms part 
of the puzzle picture they have 
decided to try and assemble first. 
Then, one by one, the other fifteen 
sections are flipped, either vertically 
or horizontally, until they match the 
first piece. 


An on-screen clock times the play- 
er’s performance, while beams of 
white light emanate from a position 
behind the cube to create a visual 
enhancement. A series of com- 
mands—play, pause, save, options, 
help, and exit—are arrayed on the 
right side of the screen, along with 
tiny reproductions of the half dozen 
space photos which must be recon- 
structed during the allotted time. 

As mentioned earlier, Video Cube 
Space is just bursting with fancy 
sound and graphics—right up to the 
moment when the actual game 
begins. At that point the game bogs 
down. It is a simple matter to keep 
clicking until a matching piece 
appears, and even continued suc- 
cess is likely to prove boring. And 
the reward of watching the complet- 
ed puzzle transform into a video clip 
is simply insufficient to keep the 
player absorbed in the process. 

There’s plenty of sizzle here, but 
far too little steak. Aris, which pro- 
duces the superb MPC Wizard soft- 
ware for Multimedia PC owners, has 
to go a little deeper the next time 
out. -Bill Kunkel 
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You own a CD-ROM 
drive because you want to 
play the next generation of 
games now — like these six 
SSI games on CD: 


~ » TONY LA RUSSA 
BASEBALL II. The 
greatest baseball game on CD 
means more digitized play- 
by-play voice. More stunning 
cinematic replays. Digitized 
photos of old-time pros. Plus 
the data from the invaluable 
STADIUMS and FANTASY 
DRAFT Expansion Disks. 


~ , GREAT NAVAL 
BATTLES: This 
advanced WWII battleship 
simulator on CD gives you 
enhanced sound effects and 
musical score. Outstanding 
cinematics of historical World 
War II footage. And all the 
data from three GNB 
Expansion Disks: Super Ships 
of the Atlantic; America in the 
Atlantic; and Scenario Builder. 


~ » FANTASY EMPIRES: 

Forge your very own 
D&D" empire and get more 
CD-quality voice, sound 
effects, music score and 
magic spells. 


DUNGEON HACK. 
Incredible graphics and 
digitized sound effects bring 
to life the dungeons of your 
nightmares. This single- 
character AD&D’ fantasy 
role-playing game comes 
with a dungeon generator 
that can create limitless 
danger-filled adventures! 


~ > DARK SUN’: 

» Shattered Lands. 
The hottest AD&D role- 
playing game is now on 
CD, enhanced with a mind- 
blowing introductory 
cinematic sequence. 


“EYE: BEHOLDER 
TRILOGY. On one 

CD — the entire EYE series: 

Volumes I, II and III! 


TO ORDER: Visit your retailer or 
call 1-800-245-4525 with VISA/MC 
(U.S. and Canada 

only). 


Pris ee 
ay 


mre SEY & 


; CDs are for IBM PC/Co 
_ AD&D, D&D, DARK SUN, FANTAS' 
DUNGEON HAGK, the TSR logo ant 
ters, character names, and the di 
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Morphman 
by Dynamic Dimensions 
Development 
For PC CD-ROM with Windows 


Here’s an interesting idea: a CD 
game for Windows with excellent 
graphics and a superhero theme. 
The titular hero of this Mike Christian 
and Mike Mostyn creation is Mor- 
phman, whose power resides in the 
“molecular sampler’ strapped to his 
wrist. With this device, Morphman 
can sample any type of organic life- 
form and, once it has been commit- 
ted to memory, subsequently 
“morph” (or transform, as we used to 
say before high technology came 
along) into that organism. This 
comes in handy, for example, when 
our hero is plummeting to his death 
after his aircraft is blown apart. On 
the way down, in between generic 
Super hero wisecracks, he comes 
across an eagle who good-naturedly 
allows itself to be scanned, thereby 
permitting Morphman to change into 
an eagle and take wing before land- 
ing with a splat. 

The plot concerns the kidnapping 
of Professor Roberts, a top physicist 
who has been snatched by a group 
of warmonger super-scientists, led 
by a dude with the unlikely name of 
Queaxmar, who are busy experi- 
menting with robotics, genetic 
manipulation, and_ biological 
weaponry. 

Unfortunately, most of their experi- 
ments have gone somewhat awry— 
as Morphman discovers the minute 
he lands on the island—and now 
they require the professor to save 
their bacon with old-fashioned 
nuclear technology. So Morphman is 
strapped into a jet and sent off to the 
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mysterious island to rescue Roberts 
and put the quietus to the renegade 
mad scientists. 

The graphic presentation of Mor- 
phman is a mixed bag, with Mor- 
phman seemingly rendered in multi- 
ple polygons while the locations 
have an attractive, texture-mapped 
look. 

The 3-D animation is often quite 
Striking, but unfortunately, the game 
display itself is restricted to a small 
on-screen window, which may have 
to be sized down even further, 
depending upon the user’s computer 
configuration. The remainder of the 
screen space is devoted to a series 
of monitor icons. Each time Mor- 
phman samples a new lifeform, a 
picture of that creature appears in 
one of the monitor displays. 

The real problem with Morphman, 
however, is not the technology. It 
can't even be blamed on Windows. 
The fact is, this is essentially a 
home-made game, the kind of cot- 
tage industry product that once dom- 
inated computer entertainment soft- 
ware. But despite the gorgeous 
packaging and attractive CD (all in 
red, with the Morphman logo), this 
game falls down primarily in the 
design department. 

In fact, Morphman barely qualifies 
as a game at all. It is an almost total- 
ly linear product, in which we watch 
what amounts to a non-interactive 
movie spiced with rudimentary 
branching sequences. 

For example, in the opening 
scene, Morphman approaches the 
island stronghold of Queaxmar and 
his buddies. As his jet heads right at 
the island, Morphy opines that 
he hasn’t seen any defenses, at 


which point an anti-aircraft Neh 


weapon emerges from the roof 
of a castle stronghold and blows 
apart our hero’s aircraft. 


However, the instant before the jet 
is totaled, two icons flash on screen. 
A quick check of the docs indicates 
that the icons represent “jump” and 
“stay” commands. Unfortunately, in 
the time it takes to reference these 
icons, the sequence is over and 
Morphman has been scattered all 
over the countryside along with his 
plane. So, the player is forced to 
endure the introduction all over 
again, this time waiting with mouse 
cursor poised over the spot where 
the icons appear. 

And that, unfortunately, is the nub 
of the game’s weakness. Players 
rarely have the option to decide 
which lifeform Morphman will trans- 
form into—it will be whichever form 
the creators produced graphics for, 
or else Morphman will die, and it’s 
back to square one, or the latest 
saved game. 

The player is constantly called 
upon to make decisions based on a 
total lack of information. Morphman 
enters a cave; does he go left or 
right? If the player selects right, then 
Morphman walks into the cave and 
is killed by having bats fly over him 
(okay, so he’s no Wolverine). When 
the scene is replayed, the user has 
Morphman move left, and everything 
is just dandy. 

In the game design business, this 
is known as learning through death 
and it is the poorest type of design. 
If the player can’t make a decision 
based on information available to 
them, then it’s just a guessing game. 

Morphman shows that 
developer/publisher DDD has some 
real potential, but next time out, it 
would be better if they remembered 
that interactive entertainment should 
be interactive. No true game fan 
wants to just sit around clicking the 
mouse once in a while. 


-Bill Kunkel 
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Dracula Unleashed 
by Viacom New Media 
for PC CD-ROM 


Fans of the long-running Sherlock 
Holmes, Consulting Detective series 
will definitely want to check out the 
latest lcom Simulations adventure 
from Icom’s new publisher Viacom: 
Dracula Unleashed. 

The game itself is set over a 
decade after the events chronicled 
in Stoker's book Dracula. Now, it 
seems, Alexander Morris, Quincey’s 
brother (Quincey died during the 
events related in the original story), 
has arrived in London, seeking 
answers to the mystery of his sib- 
ling’s death. 

Alexander, the player-character, 
begins the game in November, 
1899, at his brother’s grave. Within 
the previous four days, a letter had 
arrived from old friend Father Janos, 
suggesting that Alexander take up 
the investigation into Quincey’s 
demise, and Alexander has also 
been introduced to the mysterious 
Hades Club. 

As in the Holmes games, the 
action consists of icon-driven com- 
mands interlaced with short filmed 
sequences using a VCR-like inter- 
face to rewind, fast-forward, play, or 
skip each of these interludes. The 


154 COMPUTER GAME REVIEW 


gamer interacts with other charac- 
ters through the use of a series of 
command icons. There is a Journal 
icon, which automatically updates 
the storyline and contains relevant 
addresses; a pocket watch to track 
the time; a satchel icon to hold onto 
inventory items; a door icon for 
access to any unlatched portal; a 
map; and an ear icon, which pro- 
vides a description of any significant 
on-screen object. There is also an 
icon which puts away any of the 
icons/tools already used, and a 
question mark which provides help 
on any of the other tools. Finally, 
there is a telegram icon (the primary 
means of communication for the 
player), a bed icon (sleep is a 
required component of this game), 
and a silver disc, which allows 
games to be saved, restored, etc. 

Travel is done by clicking on a car- 
riage, then selecting a destination 
from the journal. When the carriage 
arrives at the desired destination, 
the player clicks on the door icon to 
leave the carriage, then on the door 
of the new location to enter. 

The actual full-motion video 
sequences are very well done, 
something Icom is now almost 
unsurpassed at producing. There’s 
plenty of original footage here—over 
90 minutes worth—and some of it is 
amazingly good. The video work is 
as atmospheric as some of the 
British-produced Hammer horror 
films of the ‘60s. 

But, like those movies, Dracula 
Unleashed moves at a very studied 
pace—i.e., it may be a bit slow for 
some players who want to jump 
directly into staking vampires and 
removing their heads. As in many of 
the best Dracula films, the Lord of 
the Undead does not make an 
appearance until well into the adven- 
ture. 


As with all the lcom adventures of 
this type, do not expect a traditional 
role-player. The action here is 
remote and frequently non-interac- 
tive, as during the FMV sequences. 
The player can re-watch these seg- 
ments as often as they wish, as long 
as they remain in the same location. 
However, departing a location and 
returning later is likely to produce a 
new sequence. 

In many ways, Dracula Unleashed 
is reminiscent of a sophisticated 
non-electronic board game with 
video clips. Given these limitations, 
it is an excellent piece of work. The 
icon-based game play becomes sec- 
ond nature after a half hour or so of 
gaming, and pretty soon the player 
begins to anticipate the next bit of 
video. The game even manages to 
build a fairly healthy level of sus- 
pense, especially once the dead 
Start rising and Dracula begins 
shape-shifting. 

This isn’t exactly 7th Guest, or 
even Alone in the Dark. It doesn’t 
generate a lot of chills, or even first- 
person involvement. Everything 
remains rather remote and intellec- 
tual. But Dracula Unleashed is a 
sophisticated, well-written and 
Superbly performed piece of elec- 
tronic entertainment. For certain 
tastes, this will probably be one of 
the best gaming experiences avail- 
able on CD. 


-Bill Kunkel 
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Photo-realistic graphics 
and features like a 

360° scrollable view, 

easy access informa- 

tion displays and 
extended vocabulary __ 
voice recognition put 
you right in the middle 
ofall ofthe action —— 


Tower. puts you in the controller's chair high 
atop the tower cab of a major airport to choreo- 
graph the movement of the incoming and outgoing 
air traffic. = 


You control runway activity, ground crews and 
terminal traffic through a 360’ scrollable outthe- 
window view with your keyboard or mouse. Local 
radar displays and easy-access information displays 
give you crash reports, news stories and more. You 
can also link, via modem, with Microsoft's? Flight 
Simulator® and Mallard's Air Traffic Controller 


Character-style game play allows you to work 


your way up the 'corporate ladder' of each airport 
_ gaining perks, acquiring passwords to new levels 


and getting promoted accordingly. Points are 


~ scored depending on varying levels of traffic at 


different airports, types of pilots, time of day, weather 
conditions and the problems and emergencies that 
face the controller on the job every day. 


So if you think you're up J fo the challenge of 
directing traffic of a 'big league’ international airport, 
get to your local software retailer for the arrival of 


Tower! From the publisher of today's hottest flight 


simulation enhancement seapesee Mallard Software. 
Who else? | 


See your software retailer or, _ for cane sdorialion, call 
1-800-W/EB-FEET | 
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© 1993 Aviation Simulations, Inc. 
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Serious gamers need a serious magazine like 
ELECTRONIC GAMES! 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam- 
ing! It's the only place you'll find entertainment 


rroagil . superstars and industry insiders sharing their 
wll “SUPER SYSTEM i aa tee 


unique viewpoints while delivering the news 


"To Pig : 3 
Sail (i4 tes| © and reviews that tell it like it is! 


HE FUTURE OF GAMES 
MING TO SCREENS SOON! 


eae 
AMAZING PREVIEWS! 


~¢, WOLFENSTEIN 3-D 


‘ STAR TREK: TNG 
- CLAYFIGHTER 


EG INTERVIEWS 
POLICE QUEST IV'S. 
DARYL GATES 
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Available in 3.5” HD Disk and CD-ROM formats. 
Contact your local software dealer or 
order direct by calling 1.800.644.9283 _ 
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Broderbund 
Macintosh CD 


A mysterious island holds the 
secrets of time and space in Myst, a 


_ Science-fantasy adventure designed 


and developed by Cyan. The six- 


year-old development house, head- 


ed by brothers Rand and Robyn 


Miller, is well known for multimedia 
breakthroughs like The Manhole 


and Cosmic Osmo. 

~ What Cyan hasn’t tried to do, until 
now, is present a game, as opposed 
to electronic activity toys and enter- 
tainments. Myst is the first try, and it 
is a qualified success. 


_ Unlike previous Cyan titles, Myst 


is a goal-oriented puzzle adventure 


rather than a territory exploration. 
_The connection to Cyan’s earlier tri- 


umphs is fairly strong, however, and 
the gamer spends most of the play- 
session exploring the de-populated 


‘island and searching the buildings 
for clues. 

~ Robyn Miller and Chuck Carter 
_ provide evocative animated graph- 


ics. Palpable feelings of foreboding 


creep over the player as he peers 


down corridors and studies an array 
of unknown artifacts crafted by 


beings not of this age. 


lf anything, the sound is even bet- 


ter than the visual elements. Chris 


Brandkamp can raise the hairs on 
the back of your neck with his eerie 
sounds of roaring wind, creaking 
timbers, and churning water. Robyn 
Miller's musical score reinforces the 
ambience just as it should, though it 
might not make the most listenable 
audio CD. 

Like many recent multimedia prod- 
ucts, Myst has QuickTime movies. 
They are exceptionally well-integrat- 
ed into the structure of the game, 
which makes these sequences 
much less jarring. When the investi- 
gator opens a book and sees a page 
come alive with speech and anima- 
tion, it charges up a quest that has 
few other sources of excitement. 

The interface is simple and intu- 
itive. The intelligent cursor changes 
form to indicate possible movement 
directions or opportunities to handle 
objects. The user moves the cursor 
to the desired place or direction and 
clicks to trigger the command. 

In all but a few instances, the pro- 
gram figures out what you want to 
do to a clicked object and performs 


the action. This generally smoothes 
the flow of play, but it is sometimes 
frustrating when the program’s artifi- 
cial intelligence isn’t prepared to 
consider the action you want to try. 

The Myst play-system couldn’t be 
easier to use, but this type of com- 
mand control doesn’t give the player 
much latitude. Forget conversation 
with non-player characters, unortho- 
dox strategies, and multiple methods 
for accomplishing tasks when you 
play Myst. 

The chief strength of Cyan’s latest 
is that it provides an entertaining 
experience. It conveys a mood and 
tells a story far more involving than 
many more challenging adventures. 
Myst is a bridge between the simple 
multimedia exploration adventures 
of the past and the richly detailed 
and textured multimedia adventures 
to come. Enjoy it for what it is, and it 
will furnish fantasy fans with many 
hours of truly amazing interactive 
entertainment. 


— Arnie Katz 


How you interact makes the difference... 
between life and death! 

The year is 2057. Earth will only support life for 
another decade. You’ve enlisted to help conquer 
‘Tar-Palantire, possibly Earth’s only salvation. Explore 
a detail-filled virtual environment, navigating both 
interactive and arcade-style action scenarios that test 
your skill at space-age combat and role-playing. 
High Adventure In VirtualCinema! 


VirtualCinema makes you the main character in this 


full-length, cinematic adventure experience! How you 
interact with real on-screen actors determines how 
the story unfolds...all the clues you need await your 
discovery. Six different action segments challenge you 
with new situations and constant 
danger. All presented 

in realistic video, with 16-bit 
CD-quality sound. The 
challenge awaits at a 

software dealer near you. 


MEDIA VISION 


Call 1-800-845-5870 for information or a dealer near you. Media Vision, Inc., 47300 Bayside Parkway, Fremont, CA 94538. Fax (510) 770-9592. Quantum Gate and VirtualCinema are trademarks of 
Hyperbole Studios. Media Vision and the Media Vision logo are trademarks of Media Vision, Inc. © 1993 Hyperbole. All other trademarks are those of their respective owners. 
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by Revell/Monogram 
For PC CD-ROM 


Anyone who ever built a plastic 
model will be familiar with the name 
Revell/Monogram. And, as most 
who've built models can attest to, 
the glue always spurts out onto the 
model somewhere, the paint never 
goes where you want it to, and the 
final product is somewhat less than 
the picture on the box. 

That’s in part the reason for the 
Power Modeller series by 
Revell/Monogram. Here, you not 
only get one of their models with the 
game, you also get easy-to-use 
detailed on-line instructions for build- 
ing it and three other model kits. 

The modelling instructions are a 
boon for people like myself who 
aren't that adept at manipulating 
small, plastic model parts. The voice 
is clear and distinct, the instructions 
are easy to understand, and frankly, 
they help a lot. 

This, however, is just a small part 
of the attraction to Backroads Rac- 
ers and the other titles released and 
planned in this series. The real 
excitement is in taking one of the 
four cars out onto the highway and 
racing with it. Complete with a sound 
track, four different road courses 
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which lead to four different race 
tracks, digitized voice of your oppo- 
nents and the ever-present highway 
patrol, Backroads Racers is for the 
models of the cars in the game what 
you wanted to be able to do with the 
models you’d built. Real models 
don’t race well and usually aren’t big 
enough to sit in. | 

The game starts with you in the lot 
choosing the car you want to pur- 
chase. From there, you can take a 
look at the various design specs of 
your vehicle, view the model building 
instructions, or choose a race. 

The problems on the CD come 
from the racing portion, which, of 
course, is one of the main draws in 


Hemi Cuda 


the first place. The cars are very dif- 
ficult to control at any speed, and 
since you're on a time limit to get to 
the race, this can be a real problem. 
Your car can withstand a couple of 
crashes on the roadway and still be 
drivable, but usually after more than 
two, you end up back at the shop. 

Once in a race, the car can be 
modified for track conditions, even 
during the actual race. This is a 
laudable feature. 

All in all, Backroads Racers is 
excellent as a utility for model build- 
ing. The instructions are great as are 
the model building and decorating 
tips, which will help with other mod- 
els as well. It also excels as a 
resource of information about the 
cars included in the package. As a 
racing game, it’s not bad but the 
control isn’t all it should be. Model 
builders will love it, but racing fans 
will want to go somewhere else for 
their kicks. 

-Steve Honeywell 
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Skill fevel 


Mediun Hard 


MULTIMEDIA CD ROM 


OL GAMES 


GAME POWER! 


HOT NEW 3.5" DISK TITLES 


FLIGHT SIMULATOR 5.0.... $49.99 | 


STREET FIGHTER Il 
FALCON 3.0 

LINKS 386 PRO (Golf) 
BLOOD STONE 


X-WING Imperlal Persult ... 

TERMINATOR 2029 

PRINCE OF PERSIA 

DARKSIDE OF XEEN 

CLOUDS OF XEEN 

METAL & LACE (R) 

COBRA MISSION (R) 

DRAGON KNIGHT 3 (R).... 

RED CRYSTAL 

CONQUERED KINGDOMG.... 

PINBALL DREAMS 

TRUMP CASTLE 2 DELUXE 

SYNDICATE 

STAR CONTROL 2 ; 

TOM LANDRY Strategy Football $34.50 

CHALLENGE OF THE5 RHELMS $46.95 
$57.95 
$48.99 

RAILROAD TYCOON DELUXE $48.95 

PIRATES GOLD $47.50 

REX NEBULAR Gender Bender... $37.00 

MASTERS OF ORION $46.99 

D&D FANTASY EMPIRES... $44.99 

D&D STRONGHOLD 

VEIL OF DARKNESS 

STRIKE SQUAD 

THUNDERSTICK JOYSTICK. . $29.95 

Memory Commander (Utility) $69.95 


HARDWARE UPGRADES 
GenOd 


SYSTEMS CORPORATION 


WindowsVGA 24 VLB Accelerator 

The 8500VL-TURBO graphics card offers the user 
16.8 million colors at the fastest speed available on 
the Cirrus Logic GUI accelerator chip. Available in 32 
bit VESA Local Bus version upgradable to 2MB. 
Includes FlickerFree™ and Safescan™ utilities. In- 
cludes advanced drivers for all popular applications. 
Stunning VGA/ Windows performance. Great review 
in recent national magazine $119.95 


AudioBlitz Model A3100 


Genoa's AudioBlitz is fully compatible with MS 
Windows Sound System™, SoundBlaster™ and 
AdLib™. Impressive 16-bit recording and playback 
and equiped with connectors for Mic In, Line-in, 
Audio Out and Joystick. Includes earphones, audio 
software and microphone $69 


CALL TOLL FREE 


1-800-551-9995 
OR CALL 510-352-3787 


MSDOS™ required for most titles. Some titles require WINDOWS™ . Prices & Availability 
subject to change without notice. Some titles 286 compatible. ™ ‘s property of respective owners. 


FOR PC COMPATIBLES 


Hot New CD ROM Titles 


ULTIMA 1 - 6 

BLUE FORCE Next of Kin.. 
CONAN THE CIMMERIAN .. 
STELLER 7 

BATTLE CHESS 

THE DAGGER OF AMON RA 
REVELL BACKROAD RACER 
REVELL EUROPEAN RACER 
Indiana Jones/Fate of Atlantis 


Hot New CD ROM Titles 


DARK SUN 
MAD DOG McCREE 
RETURN TO ZORK 
PROTOSTAR WAR 
DRACULA UNLEASHED .... 
SPACE QUEST 4 
RINGWORLD REVENGE .... 
RETURN OF THE PHANTOM.. 
CURSE OF ENCHANTIA.... ‘ 
Eye of the Beholder - Trilogy MANTIS Experimental Fighter $39.95 
FANTASY EMPIRES WRATH OF THE DEMON... $27.95 
STRIKE COMMANDER . $59.95 
LOST TREASURES CHESSMASTER 3000 $39.95 
LOST TREASURES 2 Manlac Mansion Day of the Tentacle $45.00 
ERIC THE UNREADY WHITE HORSE CHILD $29.95 
SECRET OF MONKEY ISLAND WING COMMANDER 2 $36.95 
F-117A/F-15 STRIKE EAGLE 2 LEGEND OF KYRANDIA.... $43.95 
HELLCAB Tony La Russa Baseball2.. $57.95 
; TERMINATOR 2 CHESS.... $39.95 
EDUCATIONAL CD's NATL. LAMPOON'S CHESS MANIAC $51.50 
Where Is Carmen San Diego Deluxe STAR TREK-25th Anniversary $62.00 
ARTHUR TEACHER 


GUNSHIP 2000 $29.95 
JUST GRANDMA & ME AEGIS Guardian of the Fleet $54.00 
MAVIS BEACON TEACHES TYPING $25.95 


KINGS RANSOM $37.50 
DINOSAUR SAFARI $39.95 JONES IN THE FASTLANE... $39.00 
MIXED UP MOTHER GOOSE $34.22 


The Labyrinth of Time 
WOLFPACK 


KINGS QUEST 5 $39.95 
GLOBAL EXPLORER $99.00 
TALKING JUNGLE SAFARI $54.50 
TALKING SCHOOLHOUSE.. $54.50 
PUTT-PUTTS FUN PACK... $35.95 


$47.50 
$29.95 
. $29.95 
$19.95 


PUTT-PUTT JOINS THE PARADE $42.00 $57.50 


DINOSAUR ADVENTURE PRIVATE EYEMYSTERIES $42.50 
ECO QUEST Secret Weapons of the Luftwaffe $28.50 
SPACE ADVENTURE WACKY FUNSTERS $31.00 


Macmillan Dictionary for Children $29.95 LORD OF THE RINGS $52.00 
SCOOTER'S MAGIC CASTLE $46.95 $28.95 


BEYOND THE WALL OF STARS $39.95 $52.50 
FATTY BEAR'S FUN PACK $34.95 $53.95 
$53.95 

Adventures of Willy Beamish $37.00 

SCRABBLE DELUXE $31.50 

Shelly Duvall's Its' a Bird's Life $38.50 $38.50 
Goldilocks &the Three Bears $39.95 $44.95 
REFERENCE CD's GREAT NAVAL BATTLES... $53.50 
PHONEDISC USA REVERSE.. $199.00 WING COMMANDER 1/ ULTIMA6 $33.95 
FRACTAL ECSTASY CD GAME PACK 2 (10 Games) $39.95 
THE PHARMACIST WHO KILLED SAM RUPERT $32.50 


KING JAMES BIBLE $29.95 4 QUEENS CASINO 


AMERICAN TECHNA-VISION 


Quality Products Since 1973 


Mail Order: 15338 Inverness St., San Leandro, Ca. 94579 
Sales Office: 1903 Fairway Dr., San Leandro, Ca. 94577 


Terms: We accept money orders, personal checks or COD's. Visa, MasterCard 
okay. Security restrictions may apply on charge cards. No personal checks on COD. 
$4.75 shipping and handling. Add $6.00 for COD orders. In Canada total $8.00 for 
shipping. No COD's to Canada or addresses outside the Continental U.S. 
Canadian, APO, FPO and foreign orders must be prepaid by money order in U.S. 
funds drawn on a U.S. Bank. Foreign shipping extra. Calif. residents include 
8 1/4 % sales tax. Check compatibility with your system before you buy. All 
sales final. All products fully guaranteed, however defectives replaced with 
same title only. Personal checks allowed to clear 2 weeks before shipment. 
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The Rebellion was looking for a 
few good pilots. Huh. | didn’t know 
what | was getting myself into, but | 
was young and brash enough to 
think | could take on the Empire by 
myself. So, they took me on and ran 


me through simulations and test , 
runs until | thought I'd never see J 
combat. 

| did, of course, since the Rebel- 


lion uses pilots the way Jawas use 


_‘droids. TheY use them until there’s |» 
nothing left in them and then they — 


use them some more. | found that 


out on my first two tours of duty, but » 


nothing I'd faced prepared me for 


my ultimate goal; the destruction of 


the huge Imperial space station, the 
Death Star. 


It was the size of a small moon 
and packed enough power to 
destroy an entire planet. Our scien- 
tists discovered a weakness in the 
beast—an exhaust port a couple of 
meters small located at the end of a 
heavily armed trench. If that wasn’t 
enough, it had to be hit with proton 
torpedoes. 
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tant exh 


aust port. 


MAIMUM 


Then it was time to hit the Death 
Star with everything an X-Wing 
could offer. Before making my way 
into the trench, | had to fight off a 
couple waves of TIE Fighters. Then, 
once in the trench, it was kill or be 


__ killed as energy whipped around my 
___ ship from every direction. 


To this day, | can’t tell you how | 


» made it out of there in one piece. 
“But | kept my shields up and aimed 


my shots as carefully as | could, 
given the situation. Speed was of 
the essence, so once in the trench, 
my on-line systems boosted my 
speed way past the normal limits. 
Even then, | felt like | was going too 
slow, like l’d never find the exhaust 
port in time. 


The first thing that had to be done 
was to take out the Commsat that 
would allow the Death Star to call for 
back-up. After that, | had to take my 
ship down to the surface of the 
Pespace station and take out the gun 
(M@ towers that surrounded the path to 
mathe trench that lead to the all-impor- 


But | did. | launched my torpedoes 
and down they went. | immediately 
pulled up and headed for home, 
hoping | could put enough distance 
between my X-wing and the Death 
Star before it exploded. 


And boy, did it ever explode! 
Showers of metal and debris littered 
space for hundreds of kilometers 
around the area where the Death 
Star had been. When it went, so did 


@most of the Imperial ships in the 


area, Caught up in the monstrous 
fireball. 

When | got back to the Rebellion’s 
base on the fourth moon of Yavin, 
there was a huge celebration in my 
honor. | was awarded the Star of 
Alderaan by Mon Mothma herself! It. 
was an exciting time, but our battle 
is still not yet over. . . 


eta 


FS SEI IN! 2 CTE FRM I I TD Gt 
PERETTI OU | TNR TS 
SEE RO TE TRESS Ta a ET 


eres Slot Machines & j. 
: Beat The House + a 
Companion; Py 
J i Fe ley 1 
pene Blackjack 3 


Roulette 


Video Poker 


Craps 


i 7-2 


7 Huners Play to wiht 


Intimidated by casino gaming because you’re 
unfamiliar with the rules? Ever wondered why 
the word “seven” is met with glares at a craps 
table? Is the guy next to you at blackjack just lucky, 
or is he on to something that you don’t know? 


@ 
Beat The House is the ultimate gaming tutor : Rec n  oreaal 


and simulator for your PC. With a 160-page 
study guide by gambling guru Avery Cardoza 
and an on-line “pop-up” tutor to make recom- 
mendations and offer suggestions, you'll be 
shooting the die and slinging the lingo like a pro 
in no time. 


“i> ae 
wee be ae ty 


Dazzling VGA graphics and realistic sound put 


you right on the casino floor where the chips ae 
are flying and the competition is fierce. Play Learn to maximize your odds! 
against your friends or let the computer fill the 


empty seats— watch out...they play to win! \ 4 bat 
' AA/ TAA 
meee Don't gamble on the other guys. | Discovery 


| | Roulette 
Learn money management! GAMETEK 


A publishing partnership. 


Order today by calling: 800-722-8988 


Visa or Mastercard accepted. 
Spirit of Discovery 5421 Avenida Encinas Carlsbad, CA 92008 
Trump Castle is a registered trademark of Trump's Castle Associates. Capstone and Casinos of the World is a registered tra .emark of IntraCorp Inc. Casino Master is a registered trademark of 
entron Software Inc. Caesars Palace is a registered trademark of Caesars World Inc. Virgin Mastronic is « registered trademark of Virgin Mastronic International !nc. 
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MILO: “MACY-S0G notified us about a suspected 
UC base camp. It’< not fresh intel,' 


Leading Edge Simulation Technology 


Tha, First Realisti ai 3-D enuian: Run eamnetetonst Rages exnt Sateniiaing oe 8 
from hut to hut, or hit the dirt and take cover 80 historical missions based on actual com-.... 
tid Angin ceil ecilon. bat reports provided by the UDT- SEAL 

3 . Museum Association Inc. 


: digitized battle sounds. 


You and your team jump out of a Huey and belly through 200 yards of mud and darkness toward 
the village. You signal your team to fan out and take out the guard posts, but your flanker goes 
down—booby trap! Suddenly rounds from an AK-47 shriek overhead and the night is ablaze with 


tracers and the shock waves of mortar fire. 


Welcome to > "Forest of Assassins”, Vietnam's Mekong Delta. Your worst nightmare come true. 
Available for ee _ compatibles. 


ELECTRONIC ARTS® 
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j | «See tracers and explosions through your 
own eyes or seven external views. Hear real 


